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* Shattered 
y Windows | 


Taking the name of Bill Gates in vain 
during the quarterly reinstall 


his game's most vicious boss is the Blue 

Screen of Death. Other worthy opponents 

include Stuttering Sound, the evil 

Graphics Glitch, the unstoppable Lockup, 

and the vicious Outdated Driver File. 

Don't forget the DLL of Doom, the VXD of 
Vexation, and the obscure but annoying File 
Association of Frustration. We're talking about 
that most challenging game: Microsoft 
Windows. It defies genre classification. It's a 
puzzle, it's an adventure, and even an RPG. I 
should know—l've worked my way up to Level 
14 Reinstaller. 

It's а rare gamer who hasn't cursed Windows 
at some point. Usually it's Bill Gates who takes 
all the blame, which isn't fair. It took a huge 
team to create such a sophisticated, catastroph- 
ic program. The blame falls on hundreds of 
individuals, and can probably be traced back 


Denny Atkin 


scans, and the system's inability to create a 
necessary registry key when updating a video 
driver. Sure, | could have gone into the registry 
with Regedit and removed the offending key, 
hoping that Windows would still run without it 
and allow me to install the driver. But (1) | 
shouldn't have to do that, and (2) I can only 
imagine trying to explain how to do that to my 
mom if she had a similar problem with her com- 
puter. So | wiped the C: drive, reinstalled 
Windows 98, and presto the video driver went 
in without a glitch. At the same time, my sys- 
tem booted dramatically faster even after | 
reinstalled all my applications, the mysterious 
black-screen pause I'd been getting with USAF 
stopped, and suddently Ultima IX: Ascension 
would install properly. (Of course, it still wasn’t 
very playable on my hardware, but that’s 
another column.) 


It defies genre classification. It’s a puzzle, 
it’s an adventure, and even an RPG. | should 
know-I’ve worked my way up to Level 14 


Reinstaller. 


to Tim Paterson, who sold QDOS ("Quick and 
Dirty Operating System,” quickly changed to 
the more marketable "MS-DOS)" to Bill Gates for 
a mere $50,000 in the stone age of computing. 
The giant Windows is built on the tiny founda- 
tion laid by QDOS in 1980. No wonder it teeters. 

Of course, Windows isn't all bad. Anyone 
who remembers the bad old days of MS-DOS, 
such as trying to figure out how to cram your 
mouse and CD-ROM drivers into EMS or XMS 
memory or configuring video and sound card 
settings, will say a silent thank you for the exis- 
tence of Windows. 

So where does this ire come from? From los- 
ing yet another evening of my life to rein- 
stalling Windows. This time it was due to two 
problems—my USB scanner timing out during 


| generally find myself reinstalling Windows 
on my own system two to four times a year, 
and on the unstable systems of some friend or 
family member every few months. Because no 
matter how careful you are with proper unin- 
stalls, no matter how many “safety” utilities 
like CleanSweep you run, invariably something 
eventually gets hosed in your system causing 
performance problems or compatibility diffi- 
culties. This is particularly true if you install 
lots of programs or demos, and if you're reli- 
gious about upgrading system drivers. If your 
system sees a lot of software come and go, | 
suggest backing up your data files and game 
saves, formatting your C: drive, and rein- 
stalling Windows at least once a year—even if 
you're not having major problems. You'll be 


surprised at the performance boost and 
increased stability. 

To be fair, the problems aren't all 
Microsoft's fault. Many Windows crashes can 
be traced back to driver files for video, sound, 
and other cards that either have problems, or 
develop problems when upgraded over older 
versions. But even though these files come from 
third parties, it was Microsoft that created an 
OS where a faulty sound driver can cause 
graphics glitches. 

The current plan is for Windows Millenium 
to be the next OS release, yet another update 
built on the foundation of the current 
Windows 95/98 series. After that, the company 
plans a consumer operating based on 
Windows NT. That should be better, right? 
After all, NT does away with all that 16-bit DOS 
legacy stuff. 

But old-timers will remember that NT started 
life as a rewrite of 05/2, back in ancient times 
before the rift formed between IBM and 
Microsoft. NT is a huge operating system devel- 
oped with priorities such as corporate security, 
running large databases on networks, and sta- 
bility. That last feature will be welcome—NT is 
definitely more solid than the Win 95/98 
series—but a consumer version of NT is like a 
comic book based on an accounting text. The 
foundation is wrong. 

When PlayStation 2 hits the streets, Microsoft 
is going to see competition from a platform 
that's technologically competitive with PCs. 
The PC will still have the edge with its expand- 
ability and "deeper" game library. But ina 
future where cable-modem-equipped 
PlayStation 2s can play Quake III and Diablo Il- 
style games over the Internet, will that edge 
last? Will gamers get tired of the hardware 
hassles, the incompatibilities introduced by 
new drivers and DirectX versions, and the 
inevitable reinstalls? 

If Microsoft insists on moving the market to 
NT, it needs to work on stability and efficiency, 
rather than adding features. Perhaps it's time 
for Microsoft to tear down the house of cards 
and build something out of more sturdy 
Lincoln Logs. m 
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Usernames vs. 
 losernaimes 


The name is Bond, Lame Bond 
by Cindy Vanous 


t could have happened anywhere on the 

Internet—in any of a hundred online ser- 

vices and games, in any of a thousand 

chatrooms. The fact that | was in a mas- 

sively-multiplayer RPG was not a factor, as 

the same phenomenon can be seen in the 
most hardcore multiplayer wargame and the 
fluffiest online gameshow. 

On this particular night, however, the venue 
was Microsoft's online RPG, Asheron's Call, and 
the catalyst was an innocent visit to the 
Cragstone armory. As | perused the goodies on 
display, the ambient noodling of other players 


ers have a different name (or three) in every 
online game they play, others choose an identi- 
ty and stick with it throughout their virtual 
wanderings. Either way, each usemame takes a 
certain amount of introspection and/or creativ- 
ity to generate. 

Then there are the losernames. You know 
these handles—if you play online at all, you've 
seen them a thousand times before, in every 
possible bastardized spelling. Raistlin. 
Napoleon. Loki. Jackie. Chan, Frodo, Londo, 
Chuck Yeager, Cartman, Drizzt, SeinfieldRULES, 
Captain Kirk. These are the wannabes, stealing: 


As a general rule, if the name you're 
considering seems derivative and lame, 
it probably is derivative and lame. 


eddied around me in an unending stream of 
local gossip and equipment requests, com- 
pletely unheeded until a single all-caps word 
drifted up and caught my eye. 

That word, ladies and gamers, was Merlin. 
With a start, | realized that one nearby charac- 
ter, who to my sudden horror was named 
Connor McLeod, was engaged in conversation 
with two other characters called Merlin and 
Lister. And thus arose the realization—in this 
fabulous Intemet where we are each free to 
build and promote our own perfect identity, we 
are nonetheless suffering a veritable plague of 
terminal non-creativity! 

Now, as you know, usernames are just an 
expression of each player's individuality. They 
take many forms, depending on player prefer- 
ence and game genre: Wolfhound, Karyn 
Firewind, Mediocrites, Ironmonger Bob, 
FlybyKnight, Troll. Chow, Squeeks. Some play- 


their identities from big-name historical fig- 
ures, pop culture icons, and media characters. 

The distinction between user- and loser- 
names can be pretty blurred at times, but cate- 
gorization should still be obvious to anyone 
with a byte or two of common sense. For 
instance, a valid username might mention a 
pop icon or historic figure, but in a creative 
and/or funny manner. (Patton? Losemame. 
Patton Pending? Username.) And some loser- 
names, while failing to mention any specific 
person or character, are nonetheless such spec- 
tacular examples of wannabe-ism and/or ram- 
pant pig-ignorance that they qualify by 
default. (Jedi_Master springs to mind, as does 
Pimpdaddy.) As a general rule, if the name 
you're considering seems derivative and lame, 
it probably is derivative and lame. 

With that said, though, it's time to point out 
the exception. A losername may become a 
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usemame if the player can back it up. 

For instance, if you forego sleep for weeks 
after a new online RPG comes out, building up. 
your mage so that you max out at level 100. 
when everyone else is crawling along at 18 to. 
20, you may have a case for calling yourself 
Gandalf. If you take the Celts to a near-impos- 
sible victory in an Age of Empires tournament, 
you probably won't be laughed at for using the 
handle Morrigan or Cu’chulainn. It's still not 
very creative, but at least the name is earned. 

But if you're going by Merlin Cor Merlyn, 
Nerrlin, or Merltn, for those of you who weren't 
fast enough to snag the original losemame on 
any given server), and | spot your corpse in a 
low-level monster den, all you've earned is scorn. 
Same goes for any sky jockey calling himself 
Pappy. Boyington, or wargamer labeled Sun Tzu. 
If you can't prove your claim, don't make it. 

Better still, even if you are the best of the 
best, just throw convention to the wind and 
choose a name which is personal and new! Are 
we such slaves to rote and example that even 
ina living realm created and sustained solely 
by the power of human imagination we cannot 
stir ourselves to respond with creativity, opting 
instead to cling desperately to those arche- 
types which have proven successful in the 
past? Do we suffer, perhaps, from a delusion 
that somehow these names will impart some of 
their popularity or “coolness” to those who 
adopt them, in much the same manner that 
certain cultures once believed that eating part 
of a dead enemy would bestow some of his 
prowess upon the diner? 

These are new legends you are building with 
your online time investment—new triumphs and 
thrills, new narrow escapes and improbable 
victories, new tales to be recalled fondly in chat 
rooms everywhere. 

And if you're going to be the star of your 
own legends, why should you have to borrow 
someone else's fame? m 
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I. *** SUPER-TERRORISM AND THE 
MANIPULATION OF THE HUMAN SPECIES. 


I.Since the 1990's, technology available to terrorists has improved, 
the scope of their destruction has expanded. ES"eeeeucuLIIXXuelck 
Sources say Deus Ex was created by Ion Storm to 

truth. Some say it's merely the latest conspiracy fueled by 

a madman. And some say it's a future training tool made to 
look like a hyperrealistic 3-D roleplaying computer game. 
Whatever it is, proceed with caution. They know you want it. 


II. A recent pandemic, popularly referred to as the "Gray Death", 


has made an already chaotic world situation even worse. 
According to a report by tbe Federal Disease Control Center, 

it is the . It is not yet known what 
compounds make up this deadly virus, but current data shows 
suGERXXEEWUEXXIGEEX are likely candidates.KAmbrosia) the virus’ 
stabilizer, has been linked to VersaLife at is significant 
about the number 12? Does UNATCO maintain control over Ambrosia 
distribution? nmNSEMNSSLSÓ can only mean 
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Fig. 2.2 Fig. 2.1 Fig. 2.6 Advanced Al and conversation systems. 
25 weapon types known. Trave! througn New York to Hong Kong These people are real! 


ІІІ. J.C Denton is a powerful, nano-augmented agent for an 

anti-terrorist organization. Little is known about this person, 

but it seems that ће is on a mission.  XXXXXXXXENEXXIEHMIXSQOUNX. 

He works for UNATCO but what side he is working for is | 
inconclusive at the moment.  XXWXXSXXetx т 


ХКХХИМИХЫХХ Can Һе be the one to save this world 
from complete annihilation? 
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MO6-MO9: Get augmentations functioning again! 
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а. Subdermal (2) 
b. Cranial (1) 
c. Eyes (1) 
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e. Arms (1) 
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Deus Ex, ION Storm names and logos are trademarks of ION Storm, L.P. All Rights Reserved. © 1999, 2000 ION Storm. Eidos Interactive and the Eidos Interactive | 
logo are registered trademarks of Eidos Interactive. © 1999, 2000 Eidos Interactive. The ratings icon is a trademark of the Interactive Digital Software Association. 


Actual game fighters. 


093802 NO 2244 u Id 


"sioumo елпоедзај дәці јо гуџвшарел од feu ијејоц pouonuouu soweu Kueduioo pue sYanpoıd 1ayıo 'вошипоз зоцјо 10/pue "sn ou ur 
| АО] | ||| 010 "d109 yosoiot jo ѕјешәрец зо решерел) poxorsiBo1 1ouyo әле NSW pue yosoroy ‘paniosas зуцви у “UONeIOdIOD YOSUN 6661 O = pat, JJOSOJOINW 
• o o 


en) 531435 H331VAlsd ANY азануммоз ONIM AHL JO. SHOIV3N2 'SIH3HOM SIAHD QNV-NiH3 HOM | 


YSONVAWVLS/SAWVS /NODLAOSONDIN'MMM 4Y LSNNJ по GaaN имсаззаз ANO аму замугтту эні ‘MON SN мог 
"WAHL dOLS 3A лим dOLS мом моштизј эні ишла TYNANNS 40 зомуна MUN аму ININIVAL TINZIAÍHICLA. ON NANS 38 ПЛО "WILSAS WVIOS 
ANO 40 TOSLNOI асн SNLEHEILE LINN NOLVIAV SVLSVS V. ‘NONGVNOS YSSLNMIOA ніст зні CAWO SVH зомугтту зні «ааммпешла аму азммучазамп 


јазн5паз SI 
моштуо2 3HL "ILNN 
SUNO за 1 мом HOG3323 


COMPUTER GAMES * MARCH 2000 


Size Doesn't Matter 


The next great gaming platform may just fit in the 
palm of your hand 


WHILE CONSOLE GAMERS FIGHT OVER WHETHER THE PLAYSTATION, 
N64, or Dreamcast is the hottest machine, the tiny, outdated 
Gameboy quietly continues to rack up millions of sales. Is a portable 
revolution in store for computer gaming as well? 

If you own a Palm Pilot or compatible PDA, you may just think 
so. As the handy little personal digital assistant has 
grown in popularity, more sophisticated games have 
started to spring up for it. With dozens of action, 
adventure, and RPG games (and even a few war and 
strategy games) available for the Palm platform, it may 
just end up becoming the GameBoy for adults. 


The Games 
Now, pocket versions of Half-Life and Age of 
Empires II ате still a few years off. But you'll 
find a number of Palm OS games very compara- 
ble to the ones we played on PCs in the first half of 
the 90's. It's worth a slight step back in time for the 
convenience of portability. Imagine being able to play 
games along the lines of SimCity, Ultima IV, and even 
Diablo on a handheld unit during plane flights, car- 
pools, or boring meetings. Here's a sampling of some 
of the better Palm games currently available. 

SimCity: The original Classic version of the Maxis 
city simulator is available in an authorized version 
from http://www.ateliersoftware.com. This is the real 
thing, with all the functionality of the original game. 
Imagine playing the original Macintosh version on a 
slightly smaller screen, and you've got it. It only costs 
$29.95, but you'll spend far more than that in batteries 
playing this game. 

Ancient Red: Could it really be Diablo on a Palm 
Pilot? Not quite, but Ancient Red has much of the fla- 
vor of Blizzard’s classic in a hand-held format. Ancient 
Red is an amazingly attractive game considering it 
uses only four grey shades. Recent Palm units are 
capable of 16 shades of grey; yet somehow Ancient 
Red doesn’t suffer much from not taking advantage of 
this capability. With a variety of spells and monsters, 
over 20,000 screens in its randomly-generated world, 
and even multiplayer support using the Palm's IR port, 
this is easily one of the most ambitious games avail- 
able for PDAs. It’s $29.95 from Skenesoft (www.skene- 
soft.com). 

Kyle's Quest: This is an RPG with much of the flavor 
of Ultima IV. But not only does it include a well-done 
built-in quest, the registered version comes with an 
add-on level creator. Third-parties have created 


SimCity Classic 


Ancient Red 
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[above] Color is coming to Palm games this year. 


[below] Handspring's Visor Deluxe brings the price of Palm 
gaming down and adds a powerful cartridge slot. 


everything from Gilligan's Island adventures to X- 
Files-style levels to a parody of Final Fantasy VII. A 
mere $15 from www.kpoole.com. The developer also 
has an RTS game called Galactic Realms. 

Even Electronic Arts has joined the game 
with Tiger Woods Golf for the Palm. You'll also 
find top-notch clones of Asteroids, Dig Dug, 
Galaxian, Pac Man, and a host of other clas- 
sic games, as well as tons of puzzle and 

board games such as Tetris, 
Backgammon, and Chess. And if you 
have a bunch of old Infocom text 
adventures you never got around to 
completing, download an interpreter, 
stick them in your pocket, and work 
on them in your spare time. 


The Hardware 

Palm hardware has exploded in 
popularity over the past year, 
eclipsing Microsoft's Windows CE, which is 
widely perceived as kludgy and inefficient. But it's 
the next generation of Palm compatibles that really do 
it right. 

Handspring Visor: The founders of Palm Computing 
went off and started their own company, Handspring. 
Its first product, the Visor Deluxe, is fully Palm OS 
compatible (Handspring licensed the operating system 
from Palm). But it features a number of improvements 
over the older Palm units: 8MB of memory (that's 
enough for hundreds of Palm programs), a faster USB 
synchronization cradle, a sharp 16-grey screen, and 
cool translucent colors. But the truly interesting addi- 
tion is the Springboard slot, which is essentially a 
PCMCIA type slot that uses cartridges that look similar 
to Gameboy carts. There are games, such as Tiger 
Woods Golf, available on Springboards, as well as 
add-ons such as MP3 players and GPS receivers. Best of 
all, the Visors are less expensive than the Palm units, 
ranging from $149 to $249. 

Palm Vx: The hip, stylish Palm V, now with enough 
memory. Although typical Palm applications are less 
than 100K in size, the most sophisticated games are 
pretty large, so if you want Palm’s sleek, slimline 
executive PDA, go for the 8MB Vx model. At a street 
price of $399, though, we'd go for the less expensive, 
more expandable Visor Deluxe. 

Palm Ис: Palm has announced that there will be a 
color Palm unit in 2000, and rumor has it that this will 
be the name. Not much is known about the unit, but 
with Palm’s “keep it simple” philosophy, hopefully it 
won't suffer from the bulkiness and short battery life 
of color Windows CE units. —Denny Atkin 
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Codemasters goes Insane 


Console developer moves toward the PC in the house that Ken built 


Codemasters resurrected Navy Seals after Sierra closed its 
Oakhurst development studio. 


AFTER SIERRA PULLED THE PLUG ON ITS FACILITY IN 
Oakhurst, California, a new host of inspired developers 
has taken up residence there. Codemasters, a formerly 
European-only developer and publisher, has generally 
been viewed as a console company. Its titles have 
ranged from niche cricket and rugby games to its quite 
successful line of rally and touring car games. This 
year, it expanded into the little town that is nestled in 
the shadows of Yosemite National Park, and will be set- 
ting its future sight on development for the PC. 
Codemasters most recently launched the MTV Music 
Generator for PlayStation, one of its first products to be 
released in the US. This product, which will be convert- 
ed to PC format later this year, is a music creation pro- 
gram that gives users a pretty amazing array of tools 
to compose songs, create 3D videos and jam with other 
would-be composers in sessions that accommodate up 
to four jam-girls or jam-boys per unit. Over 1500 pre- 
recorded sample riffs and over 3000 instrument sound 
effects allow for a wide variety of results. On December 
8, during a backstage party celebrating the launch of 
the MTV Music Generator for PlayStation, we were able 
to chat with Michael Hayes, Codemasters’ worldwide 
director of sales and marketing, about the company’s 
PC vision and future plans. (Actually, we were only 
able to chat with him after luring him to an area in the 
vicinity of the ladies’ room, as the party decibel level 
had risen somewhat proportionally to “the number of 
Pina Coladas served.”) Hayes told us that although "to 
diversify” might be too strong a phrase to describe the 
intention of the company, they certainly wish to enjoy 
the more consistent stability of the PC market. PC sales 
are, according to Hayes, exemplified by a “pleasant, 
continuous, curve” when compared to the rockier ter- 
rain of the console market. He believes that entering 
the PC arena will give Codemasters the ability to man- 
age its own destiny at a much lower cost.While fighting 
off the waitstaff that was scarily armed with trays of 
hors d'oeuvres and truffles (“Really, no thank you, no, 
no, really...”), we managed to hear about the first-ever 
non-console-derived product that Codemasters plans 
to launch in March 2000. /nsane is a driving game that 
Hayes had a bit of trouble describing since it doesn’t fit 
most of the driving game paradigms. "It is a great 
product," said Hayes. "There are no limits, no rules, no 
road. It combines thirty plus terrains, and is a driving 
game which would normally be considered off-road, 


where you drive military trucks, buggies and so on, 
but it's not off-road because there is no road. This is 
the whole point. You can wander the terrain in a whole 
variety of different championships—jamborees, capture 
the flag and destruction raids.” So in essence it’s about 
how fast and how cleverly you can manage to navigate 
the environment in the fray of competition.Prior to 
now, Codemasters has been considered something of a 
closed shop, but is now approaching outside develop- 
ers quite openly with its ideas for expansion. In addi- 
tion to its presence in the USA, Codemasters has 
European satellite operations in France, Germany and 
Spain and further offices planned for Scandinavia. 
Invictus, a Hungarian group about two miles outside of 
Budapest, will develop Insane. Invictus had a very 
active campaign in the past year or so to encourage 
developers to pursue them, and when Codemasters saw 
some of their work at 1999’s Electronic Entertainment 
Expo, it was evident that the necessary talent was pre- 
sent. Codemasters has supplied Invictus with its physics 
model developed during its previous work in vehicle 
simulation. The model is of the “center-of-gravity, 
real-time collision and crashing” variety, but Hayes 
points out that the product is definitely not a simula- 
tion. “The freedom [of movement in this game] makes 
for going totally off the wall,” said Hayes, “which is 
why we are going for the name Insane. 

“The other thing that is important in our move to the 
PC arena is that we are launching our own Internet 
forum. There will be a minimum four-person multi- 
player per product for play over the Internet.” One of 
the things they are working on is the ease with which 
you will be able to host or join a game. When you com- 
pare the easy access to that of products like Battlezone, 
for instance, you'll have a much easier time of getting 
in. "Click, click, click and you're in," rejoiced Hayes. 

Hayes told us that the group loves being a stone's 
throw from Yosemite and that they feel a certain inspira- 
tion at having "picked up what Sierra threw out." They 
have been very successful in Europe with snooker, crick- 
et, rugby and a lot of soccer games, and hope to contin- 
ue to keep their eye on the global market. "Having ex- 
Sierra people on board gives us a confidence about 
developing for the PC. We sell a lot of units, and Sierra 
has that global outlook we're looking for," said Hayes. 

In the future we can look for Codemasters products 
that will launch on the PC and then be converted back 
to PlayStation. Many products are on the drawing 
board, including a World War II first person shooter- 
strategy game with British developer Red Lemon 
(Aironauts, Braveheart), which they will announce at E3 
2000. Two other products, Touring Car Challenge and 
a strategy war game, are also in the works. And finally, 
when Sierra left the building, its multiplayer role-play- 
ing game The Realm did not. Codemasters will be tak- 
ing it over and launching it in the UK sometime in the 
year 2000. "The PC gives us the ability to use the 
Internet as a sales tool," explained Hayes. "It's an area 
we have to get into. Christmas 2000 is going to be our 
full-swing launch into the market, and it's a new learn- 
ing process for us. We're kind of expanding into PC in 
a sensible and controlled way."We, on the other hand, 
aren't very used to a "sensible and controlled way" or 
a "pleasant, continuous curve" in this crazy industry. 
Codemasters, we wish you all the best.—Cindy Yans 


Џ 
1 
i 
1 
П 
Г 
І 
П 
1 
1 
П 
1 
І 
П 
П 
1 
П 
|| 
П 
П 
1 
| 
|| 
П 
1 
П 
1 
П 
1 
1 
[ 
1 
1 
П 
i 
[ 
П 
1 
П 
1 
| 
1 
1 
1 
1 
П 
| 
1 
р 


Si 


П 
ts 


Dino-riffic!—First it was airplanes. 
Then pirates, railroads, civil wars, 
and entire civizations. What's left for 
Sid Meier to master? Dinosaurs! In 
late December, Firaxis announced 
that Sid’s next game would be a 
strategy game based on giant prehis- 
torical lizards. Spanning millions of 
years, the game will be similar to 
Civilization in that it will be based on 
known history, but not constrained 
by what actually happened. What if 
the meteor/comet missed? Where 
would evolution have taken dinos? 
Few details have been announced 
about the game уе!— is it real-time, 
or turn-based, for instance? The 
developers plan an ongoing develop- 
ment diary at 


id Meier's Dinosaurs! 


http://www.firaxis.com/dinosaurs/di 
ary/...Quake for the People—in a 
recent .plan update, John Carmack of 
id software announced that the 
developer had released the complete 
source code for Quake (including 
code for WinQuake, GLQuake, 
Quakeworld, and GLQuakeworld) 
under the terms of a gnu public 
license. According to the terms of the 
license, the public is free to do any- 
thing they like with the code—it can 
even be used in commercial prod- 
ucts. The catch is that anyone dis- 
tributing new binary versions of the 
code is required to make the entire 
source code publicly available. The 
actual data files are still copyrighted, 
and can not be distributed in any 
form without the permission of id 
Software. “The primary intent of this 
release is for entertainment and edu- 
cational purposes, but the GPL does 
allow commercial exploitation if you 
obey the full license,” Carmack 
explains. Further details can be 
found at 

www. idsoftware.com/qisource/... 
Banned in Brazil—After a mass shoot- 
ings in a Brazilian movie theater that 
appears to have been inspired in part 
by the theater scene in Duke Nuke 
‘Em 3D, Brazil has banned the games 
which were purported to be con- 
tributing factors to the crime: Doom, 
Duke Nukem, Blood, Postal, Mortal 
Kombat and Requiem. Apparently the 
fact that most of these games have 
been available for years without 
causing mass homicidal outbreaks 
didn’t figure into the coun- >>> 
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"Europe's fastest selling 
PC Game" 
PC Zone 
"Fascinates from the 


first minute on...” 
PC Games, 


“u A first-class 
free-time killer." 
GameStar 


sa unique blend f two exciting genres, 
ire build гай Laas strategy 


и 0 date fades 
sae of seven campaigns, continuous play 


"d layer "mode for upto4 people per network or 2 players via modem 
em Mieludes over 30 unique multiplayer scenarios 


"safe and trade routes free from hostile enemies. 
Or, wage war against your enemies. 


PC CD-ROM 


an you forget what it is to be human? This is one of the questions you'll 

-confront in Baldur's Gate Il: Shadows of Amn. This epic sequel to the Role 

Playing Game of the Year will immerse you in a world of intrigue, adventure 
and fierce combat. Set in the Forgotten Realms? campaign setting, Baldur's Gate Il is 
the most stunning Advanced Dungeons and Dragons? game to date. 


© Encounter hundreds of different types of monsters, thousands of NPCs 
and over 130 new spells in a huge and intricate world. 


© Create a new character or import your Baldur's Gate" 
and Baldur's Gate": Tales of the Sword Coast" character 
into Baldur's Gate Il and continue the epic saga. 


New races and character kits such as the Half-Orc, 
tmaster, Undead Hunter and Assassin add to an 
extensive array of character options. 


New weapons and AD&D proficiencies (including a two-weapon fighting 
style) create unique combat options for players. 


® Supports 800x600 resolution, full-screen mode and 3D acceleration for 
acular visual effects. = 


ванну Dango рани 
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briefs 


try's decision... 5 
Pease, project leader on Bungie 
Software's upcoming action game 
Oni, announced that he was leaving 
the company to pursue other goals. 
Bungie's Doug Zartman commented 
that Pease's work on the project was 
essentially complete. "Completion of 
the game design remains in the 
capable hands of the team," Zartman 
added, "with engineering being 
managed by Senior Programmer 
Michael Evans, one of the founding 
members of the team. Oni develop- 
ment continues unabated, and new 
features for this unique action game 
will be on display at the Macworld 
Expo in January. The parting was 
amicable, and everyone at Bungie 
wishes Brent well in his future 
endeavors..." lellboy—Cryo. 
Interactive is working on a game 
based on Mike Mignolia's popular 
comic Hellboy. This third-person 
adventure/combat game centers 
around Hellboy's (a baby demon 
summoned to Earth in 1944 as a Nazi 


experiment) attempts to defeat a. 
sorcerer who's writing a pact with 
the darkest forces of the universe... 
Mike—Codemasters 

announced in late December that it 
had licensed Mike Tyson for its 
upcoming boxing game. Tyson said, 
“Believe it or not, it’s my kids who 
have been after me to get a game 
going for quite a while now, and I’ve 
been watching this whole area of 
sports-based computer and video 
games, waiting for just the right 
opportunity to become involved." 
The Tyson connection is apparently 
designed to draw in US fans—the UK 
will get Prince Naseem Boxing 
instead. Slated for release in May on 
the PC and PlayStation, the game will 
include a career management and 
training mode, as well as a highly 
advanced character animation sys- 
tem. We wonder if the career man- 
agement mode takes into account 
prison time?... An 

hat m —Loki 
Entertainment Software has 
announced that it's releasing a port 
of Quake Ш Arena for the Linux oper- 
ating system, which should be avail- 
able by the time you read this. One 
notable bonus is that the $49.95 
game actually includes a copy 


ie—Brent 


Hellboy 
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Hitman: 
Codename 47 


BEING A HITMAN IS AN INTRIGUING IDEA. GO AHEAD, YOU 
can admit it. Of course only the criminally insane 
would ever try to act out on that desire in reality, but 
everyone harbors a secret fascination for the romanti- 
cized icons of the professional killer realm. La Femme 
Nikita, The Professional (a.k.a. Léon, a.k.a. The 
Cleaner), even Grosse Point Blanke—they all pluck that 
secret heartstring fascination that all of us have with 
people who kill for a living. 

Or that is what Eidos is hoping, at any rate. The. 
brainchild of a new Copenhagen-based developer called 
10 Interactive, the game allows you to step into the shoes 
of a hired murdered without getting any real blood on 
your hands. How cathartic is that? You play a character 
simply referred to as "Hitman"—a mysterious entity who 
has no known past (but who does bear a striking resem- 
blance to Jean Reno's character in The Professional). Eidos 
is billing the game as a “thinker-shooter,” no doubt hop- 
ing to cash in on the critical success of Thief: The Dark 
Project. The game features a total of about 27 missions 
that span five "chapters," each revolving around a hit 
that you have been hired to undertake. Prior to actually 
taking out your victim you might embark on one or more 
preparatory missions to acquire weapons and informa- 
tion. Planning will play a critical role in the game, and 
the game is similar to Thief in that there is no separate 
tactical mode. Any planning you do will have to be in- 
mission—you can walk around and case the area (and 


You can play the game from either a first- or a 
third-person perspective. 


Taking an around-the-corner potshot with the sniper 
rifle... evil, but effective. 


any possible escape routes) before you make your hit. 

It may be the sort of game that will make Senator 
Lieberman cringe, but there is no question that the 
premise holds a grim appeal for the rest of us. Whether 
or not newcomers IO Interactive will be able to make 
this game live up to its potential remains to be seen. 
—Benjamin E. Sones 


Need for Speed: Porsche Unleashed 


WHEN ELECTRONIC ARTS ANNOUNCED THAT THEIR NEXT 
title in the popular Need for Speed series would focus 
heavily on persistent-world online gameplay, the news 
raised more than a few eyebrows. Traditionally, titles 
in the company’s popular racing series have been pri- 
marily single-player affairs, in part because of their 
ties to the console world. It seems odd that the series 
would veer away from the market that has provided 
most of their sales, and as chance would have it Motor 
City is not the only upcoming title that features the 
words “Need for Speed” in its name. 

The tentatively named Need for Speed: Porsche 
Unleashed is the official sequel to High Stakes, making 
it the fifth game in the main series. If that all seems too 
confusing, just remember that the game will offer most 
of the same features from past titles including single- 
race and career modes, as well as online multiplayer 
by way of a “distributed server” model. The career 
mode will be a bit more intricate than the one in High 
Stakes—you still have to earn money to upgrade your 
car, but the cost of goods will be set by a dynamic 
economy model that factors in supply and demand, as 
well as inflation. Your car's value will also be affected 
by how diligent you are about keeping it in good 
repair. The game will also feature a new “mission” 
mode that will reward you for facing a variety of dri- 
ving challenges (making 360-degree turns, dealing 
with the police, etc.). 


Porsche Unleashed will share the upcoming Motor City’s 
new four-point physics model. 


Unlike Motor City, this title will once again put the 
spotlight on exotic sports cars. Unlike past Need for 
Speeds, however, the game will focus exclusively on 
cars manufactured by Porsche, both past and present. 
From the 1948 356 Roadster to the newest 2000 996 
Turbo, the PC version of the game will feature a grand 
total of some 80 different Porsches. One thing that the 
game will share in common with Motor City are its 
physics—like the online title, Porsche Unleashed will 
make use of a full-blown four-point physics model. 
—Benjamin E. Sones 
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Wizard thwarts dragon attack 


visit the kingóom of tzar at www.talonsoft.com 
AVAILABLE SPRING 2000 


Check it out at your local retailer, www.talonsoft.com or call 1-800-211-6504 


©Copyright 1999 by TalonSoft Inc. All rights reserved. TalonSoft™ is a registered We Make History” TALONGDIT 
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of Linux on the CD. No word on 
whether the Linux version offers any. 
advantages besides making gamers 
think they're somehow annoying Bill 
Gates... Shut up in therel— 
Mindmaker's Game Commander was 
the first voice-recognition software 
that was actually easy to set up and 
use, allowing gamers to issue com- 
mands via voice instead of the key- 
board. Now with Game Commander 
MX, the product is compatible with 
voice-transmission software such as 
Roger Wilco. With the $5 upgrade, 
you can now talk to your games and 
other players... One pipe, many 
players—Have a fast connection to 
the Internet and more than one com- 
puter? With Internet-sharing soft- 
ware you can play multiplayer games 
on a home LAN against online play- 
ers. The latest entry in this niche is 
GameRouter. available at 
www.gamerouter.com. We’ll have a 
review in an upcoming issue, but our 
initial impressions are that this is the 
easiest Internet-sharing software to 
configure for gamers, although it’s a 
bit pricey. m 
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Price: $47.99 * Rating X У 
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Source: Chips & Bits, Rochester, VT. Month of Dec. 1999 


Aeropa: Fall of the Covenant 


Game Masters take control in this online RPG 


IN AEROPA, A WORLD WHERE WOMEN ARE ROYALTY AND 
men are slaves, there exist 13 Goddesses—a Mama 
Goddess, a Papa Goddess and 11 little Baby Goddesses. 
Actually, the 13 Goddesses represent many of the same 
aspects of the world as their sisters, the Greek and 
Roman goddesses—aspects such as Love, Harvest, The 
Heavens, Fertility and Wisdom. Four hundred years ago, 
the Goddesses and representatives of Aeropa entered 
into a mutual contract known as the Aeropean 
Covenant, which provided the people with peace and 
stability under the protection of the Goddesses. Aeropa: 
Fall of the Covenant is an online multiplayer RPG that 
offers a game world in which you will be able to explore 
what might occur if the covenant threatens to crumble. 

Pixeleers Entertainment, a Danish developer, is 
building the game using a plot-based, cooperative 
on-line network gaming system called Logos. Pixeleers 
claims that the Logos System provides unequivocal 
interactivity by allowing for the inclusion of a Game 
Master during online play. If this sounds familiar, it is 
because Interplay's Black Isle Studios is offering the 
same feature in its upcoming Neverwinter Nights. 
Pixeleers describes Aeropa's Game Master as a Deus ex 
Machina who can both summon NPCs to provide infor- 
mation to the Player Characters, or even create his 
own. The Game Masters can completely customize the 
world to the style and demands of the players with a 
powerful scripting language in which they can create 
their own adventures from the ground up. 

The game is based on historical and mythical ele- 
ments of the European Middle Ages—a world where the 


Greco-Roman culture became dominant instead of 
Christianity. 12 stories designed for four to six players 
can be played as single units or combined into cam- 
paigns. In contrast, Neverwinter Nights boasts scenar- 
ios for up to 64 players. It will be interesting to see 
how Aeropa will live up to the stiff competition. A lot 
will depend on the capabilities of the editor. BioWare's 
Solstice editor, meet Logos. May the best compiler win. 
—Cindy Yans 
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Greco-Roman architecture takes on a French flair. 


It Came for Zog 


A traditional adventure 
appears out of the Danish blue 


"THE DAWN OF MAN... TO WIN THE HAND OF THE WOMAN 
he loves, a young Neanderthal warrior has gone hunt- 
ing for the great white mammoth. His journey will, 
however, turn out to be far more adventurous than he 
had ever imagined, which quite frankly isn't very 
much.” Thus opens the trailer for /t Came for Zog, a 
tongue in cheek adventure game presented in a some- 
what more traditional mode than we're used to seeing 
nowadays. 

The words "Pixeleers Media Entertainment" leapt 
from an archived spreadsheet the other day as we per- 
formed a "where are they now?" search for titles that 
we haven't seen in a while. Danish developer Pixeleers’ 
Aeropa: Fall of the Covenant is the title we were pursu- 
ing, but further investigation revealed Zog, a game 
that looks whimsical enough to turn the heads of a few 
veteran adventure fans. 

Zog is the Neanderthal warrior in question and the 
"It" that came for him turns out to be alien in nature. 
The comedy device known as contrast constitutes the 
framework of the game, placing our hero into high- 
tech alien environments as he struggles to navigate 
them using his walnut-sized brain to the fullest. The 
gameworld is a blend of the old adventure-style 2D 
fixed camera point view with real-time 3D characters 
and environments a /a Grim Fandango. 


On the game’s website at , one of the featured traits 
is “extremely ignorant protagonist.” This refers to Zog, 
not to you (in case that was unclear), and is highlight- 
ed to indicate that the puzzles’ solutions are related to 
the Neanderthal figure. Simple, Neanderthal logic will 
solve complex situations in which the player controls 
the movements of the main character with the mouse- 
keyboard combination (or a game pad). Look for Zog 
and his friends (?) on PC DVD/CD-ROM and PSX in the 
Spring of 2001. Can you say Pithecanthropine fun? We 
knew you could. —Cindy Yans 
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[above] Zog ogle bather. Zog fall hard. 
[below] General of the Boinks has Zog in a precarious situation. 
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UNIque COMBAT SYSTEM- TACTICS ARE 


ADVANCED PARTIES: ADVENTURE WITH YOUR FRIENDS 


www.startrek.com www.activision.com 


TM. ®. & ©2000 Paramount Pictures. All rights reserved. Star Trek and related marks are trademarks of Paramount 
Pictures. Activision is a registered trademark of Activision. Inc. The ratings icon is a trademark of the Interactive Digital 
Software Association. All other trademarks and trade names are the properties of their respective owners. 
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4 BUILD Starbases to harvest resources and 
construct your Armada. 
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> ELUDE your enemy by using one of the five 
kinds of nebulas to conceal your forces. 


FOUR RACES. 
ONE GALAXY. 
ENDLESS STRATEGY. 


War rages across the Alpha Quadrant 
as you command four powerful races in 
a Strategic struggle for survival. Who 
will live? Who will be assimilated? The 
future depends on your every decision. 


No one said leadership would be easy. 


* EXPERIENCE REVOLUTIONARY EFFECTS. А real 30 
engine showcases the cinematic action of your 30+ starships. 


А DEFEND EARTH in an all out battle for survival as a new 
insidious Borg threat unfolds in 20 action-packed missions. 


'* REINFORCE your Armada using wormholes 
to traverse vast distances in mere seconds. 


CONTROL THE RACES. 
CONTROL THE GALAXY. 


Available on PC CD-ROM 
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Tangling with the sheriff's elite police. 


Retreating to high ground (a table, for instance) will no longer confound the AI . 


Colored lighting, anyone? 


| 


ВЕ 


>>> The revised engine supports fog and weather effects such as rain and snow. >>> The Mechanists are supplying the sheriff with some pretty nasty machines to 
help him in his crackdown on crime. >>> As with the original game, it will generally be better to run than to get involved in a face to face fight. 


by Benjamin E. Sones 


I a | 


hough familiar gameplay doesn't necessarily make a lesser game, there's lit- 


tle question that new ideas are exciting (all the more so for their rarity). New 


ideas that are also good ideas are doubly exciting, but that sort of conjunc- 


tion is ever rarer still. Thief: The Dark Project was one such game. Developed by 


Cambridge-based Looking Glass Studios and published by Eidos, Thief hit stores in 


December of 1998 and proceeded to sell far fewer copies than it deserved to. At a 


glance it appeared to be another first-person shooter with slightly dated graphics, but 


closer scrutiny revealed a very different type of game in which the object was actually 


to avoid combat. 


Set in a dark and atmospheric city that mixed 
elements of fantasy magic with industrial revo- 
lution-era machinery, the game cast you in the 
role of Garrett, a droll and cynical member of 
the city's less reputable class of citizens with a 
certain disregard for the niceties of property 
ownership. Each of the game's missions pre- 
sented you with a specific job—break into a 
noble’s mansion and steal a specific object, fol- 
low a pair of assassins through the streets of the 
city (without being seen) and find out who 
hired them, break your fence out of prison. 
Eventually you become embroiled in a number 
of other plots, caught between powerful fac- 
tions such as the fanatic Hammerites, the mys- 
terious Keepers (they originally trained you in 
the thiefly arts) and the minions of a pagan god 
known as the Trickster. 

The setting and story were compelling 
enough, but the game also had a unique take on 
gameplay. Unlike most first-person games, the 
object was stay out of face-to-face conflict. 
Garrett was armed with a variety of weapons 
including a sword and a bow, but the develop- 
ers purposely made him less adept at using them 
(and easier to kill) than his opponents. One-on- 
one fights could often be chancy endeavors, and 
multiple opponents were almost always a one- 


way ticket to the “you have died” screen. 
Fortunately there were alternatives to fighting— 
Garrett’s ability to sneak through the shadows 
allowed him to carefully bypass guards and 
other hazards. A small gem at the bottom of the 
screen would light up to indicate that you were 
visible (the brighter the gem, the more visible 
you were). You were also armed with a black- 
jack, and if you could quietly sneak up behind a 
guard it was possible to knock him unconscious 
with a minimum of fuss. 

The game also featured an incredibly complex 
sound environment, and was perhaps the first 
game to incorporate 3D sound technology 
(courtesy of Aureal’s A3D standard) into game- 
play. By listening carefully to the environment 
around you, it was possible to hear footsteps, 
identify whether they were getting closer or 
further away, and even identify the direction 
the sound was coming from. Of course the 
guards and other assorted enemies in the game 
could hear you as well, depending on how 
much sound you made. Different floor surfaces 
produced varying levels of noise—you could 
run across grass or carpeting without making 
much of a stir, but stone tile and metal flooring 
created a disturbingly loud racket even at a 
slow walk. 

As much fun as Thief was, the game was not 


without its weak points. The game’s designers 
were uncertain how well the stealth-oriented 
gameplay would go over, so they hedged their 
bets by including a fair number of “adventure” 
missions that focused on more familiar action 
elements such as exploration and combat with 
various monsters. As it turned out, the stealth 
gameplay went over so well that many wanted 
more of it. They complained that fighting mon- 
sters and exploring deserted ruins simply 
wasn’t as entertaining as the regular thieving 
missions were. 

Even though the game did not come close to 
the sales of blockbuster titles such as Half-Life, it 
still managed to sell more copies than either 
Looking Glass or Eidos anticipated, and Eidos 
agreed to publish a gold version of the original 
game as well as a sequel. The announcement 
that Thief 2: The Metal Age was in the works 
came at last year’s Electronic Entertainment 
Expo, although the team had little more than a 
technology demo to show at that point. The 
game has progressed quite a bit since then, and 
we recently paid a visit to Looking Glass’ 
Cambridge studio to obtain all the gritty details 
on the further adventures of Garrett. 


If you have not yet played through all the mis- 
sions in Thief, and you do not want to spoil any 
surprises, it might be a good idea to skip on 


>>> The level designers are making an effort to 
provide more vantage points from which you can 
observe guard patrols and plan accordingly. 
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>>) Just stick to the carpeted areas and you should be fine. 


a water arrow can neutralize these Mechanists-built automatons. 


ahead to the next section. If you did finish the 
game, then you will remember that the curtain 
closed with the Trickster defeated and Garrett 
pardoned (kind of), with a shiny new mechani- 
cal eye to show for it—apparently a thank-you 
gift from the Hammerites. In the epilogue his 
Keeper friend warns him to "beware the dawn- 
ing of the metal age"... ominous words, but 
what does it all mean? 

Thief 2takes place several years after the end 
of the first game, and it will reintroduce several 
of the factions from the original game (some of 
them a little worse for wear), as well as a few 
new players. The mysterious Keepers will make a 
retum appearance, inscrutable as ever. 
Defeated and leaderless, the pagan followers of 
the Trickster are much less of a threat than they 
were in the first game. They have mostly 
retreated to the wild lands beyond the borders 
of the city, where they launch guerilla raids on 
the Hammerites, whom they view as their pri- 
mary enemies. 

The Hammers themselves were left quite 
shaken after the destruction of their main tem- 
ple at the hands of the Trickster's minions. This 
defeat provoked a schism within their religion, 


>>> There are а total of over 60 character models in the game. >>> Shooting out thi 


with the orthodox Hammerites on one side and 
the radical Mechanists on the other. The 
Mechanists still believe in following the word of 
the builder—they are just a little bit more 
proactive (or fanatic) about doing it. They also 
believe that the Hammerites should be more 
active in researching new technologies—it was 
the leader of the Mechanists that presented 
Garrett with his new eye. 

There is also a new sheriff in town, and he has 
devoted his life to making life miserable for the 
less respectable residents of the city. After the 
Constantine debacle, the nobility (the ones who 
aren't thieves themselves) decided that crime 
had gotten a little too far out of hand, and that 


>>> Artist Mark Lizotte traveled to Europe and collect an extensive photo library that the team used to cre- 
ate many of the textures in the game. 


something really needed to be done about it. So 
they hired a sheriff and provided him with 
enough money to make him into a major force 
and a giant thorn in the side of the city’s dis- 
honest denizens. He has assembled an elite 
police force (the development team is still trying 
to come up with a suitable slang term—some- 
thing as catchy as "taffer"—that the city thieves 
will use to mock the police and their tall steel 
helmets) and set them to the streets in a massive 
crime cleanup effort. 

Then of course there is Garrett—jaded, sar- 
donic and more cynical than ever. After the loss 
of his eye, Garrett decided that saving the world 
is a job for suckers, and he wants no further part 
in it. He simply wishes to be left alone so that he 
can carrying out his lifestyle of moral flexibility 
in relative peace and quiet. 


As with the original game, one of the interesting 
aspects of the story is how these factions interact 
and play off one another. Despite the mechani- 
cal eye that they gave to Garrett at the conclu- 
sion of the first game, the Mechanists have no 
great love of thieves—they are actually provid- 
ing the sheriff with many of the new tools and 
machines that he is employing in his crime 
crackdown. The Keepers have their own agenda 
(as usual), and the sheriff himself seems to be up 
to something other than civic duty. 

Project Director Steve Pearsall describes the 
story as а three-act play: "In Act One Garrett is 
just being his cynical self, just trying to do 
jobs. As act one progresses he notices that the 
sheriff is really giving him a hard time, and it 
seems like all the cops have put the word out— 
‘if you see Garrett, bust him.’ So Garrett is find- 
ing it increasingly difficult to do his own 
thiefly thing.” 

“In Act Two Garrett decides to find out why 

the sheriff is hassling him so much. He turns a 
little bit more into a private investigator—he’s 


>>) The character models will have twice as many polygons as the models in the original game. >>> 


Sneaking in a winter wonderland... 


still doing thieving and stealthy stuff, but now 
he has an overall goal to find out why he is 
being hassled so much. Im the course of Act Two 
he finds out what's up with the sheriff, so in Act 
Three he starts acting on that information and 
tums into more of a '007' sort of character. He is 
still being stealthy, but he's also being more 
proactive about thwarting the plans of those 
who are out to get him. | can't be more specific 
than that without giving away our plot." 

One thing Pearsall was willing to give was an 
assurance that Thief 2's cutscenes would retain 
the unique visual style of those in the original 
game. Forsaking the typical "flashy 3D anima- 
tion" approach, the teams' artists create layers 
of hand drawn art and green-screen motion 
captured figures, then assemble and animate 
everything using Adobe After Effects. The result- 
ing stylized cutscenes added a lot of atmosphere 
to the original game (good writing and talented 
voice actors didn't hurt either). 


The game's engine will be getting a makeover, 
however. Thief's graphics were looking a bit 
long in the tooth when it first shipped over a 
year ago, and with heavy hitting 3D titles such 
as Unreal Tournament and Quake Ill Arena on 
store shelves now there is a more urgent need 
than ever to keep up with the rapidly advanc- 
ing pace of technology. Looking Glass made 
some serious revisions to Thief's "Dark Engine" 
when it was ported over for use in System 
Shock 2 (which was released last fall), not least 
of which was a move to provide support for 16- 
bit rendering. Of course now all the hardcore 
3D engines are supporting 32-bit color and 
textures, but even 16-bit support goes long 
ways towards eliminating the noticeable color 
banding and small-palette textures that domi- 
nated the original game. 

Color depth is not the only change that the 
engine has seen, however, and there will even 
be a few tweaks that go beyond what was fea- 
tured in System Shock 2. Character models will 
see a dramatic increase in polygons, for 
instance. The average model in the first game 
was composed of roughly 335 polygons; the 
average Thief 2 model will be composed of 620 
polygons—nearly twice the level of detail. A lot 
of those polygons will be used in the upper 
half of the models, especially in and around 
the characters' heads. "Character faces in the 
first game were basically made up of a couple 


of flat surfaces with a texture pasted over 
them," Pearsall explains. "The new models 
look a lot more organic." 

The models will also be more detailed in a 
practical sense as well. Weapon damage was 
a factor of the target's “alertness level" in the 
original game. While it might take as many as 
ten arrows to kill a guard who was aware of 
your presence, you could probably take him 
down in one shot if he didn't know that you 
were there. Awareness still plays a role in 
determining damage in the sequel, but now 
the game tracks hit locations as well. "In Thief 
it was possible to knock a guard out by 
blackjacking him in the butt,” Pearsall 
admits. Under the new system you will have 
to aim for the back of the head or neck—a 
blow to the posterior will prove less effective. 
Even better, some guards (the sheriff’s police 
in particular) will sport helmets—aim too high 
with the blackjack and you will be rewarded 
to a resounding clang that immediately alerts 
the guard to your presence. 

The team is also integrating transparency 


>>> "I wanted that on the rocks, you taffer!” 
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Look for Diablo" Il in stores near you. 
Screen shot courtesy of Blizzard Entertainment’. 
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Prepare to take on the Devil 
himself in Diablo” II—sequel to | у a 
the monster Action/RPG hit. | 
But be warned: to face such a 
foe, you'll need one hell of a 
weapon. Introducing the Razer” 
Boomslang": 


Better in Battle - Three times 
the accuracy of a normal mouse 
(1000 dpi and 2000 dpi available) 


Faster Means Stronger - 
Lightning-quick, four-button 
control 


Nimble Precision - On-the-fly, 
adjustable sensitivity 


Raze your gaming performance 
with the Razer Boomslang...and 
add a powerful new weapon to 
your inventory. 


Order exclusively via 
www.razerzone.com or call toll free 
1.877.razerzone (1.877.729.3796) 


>>) Many of the missions will take place on the city streets, which the team has mapped out in 
extensive detail. 


effects that will allow them to do transparent 
and translucent glass for windows and doors. 
The glass will be breakable, of course, if you 
don't mind making a lot of noise. Looking 
Glass is also planning on adding localized fog 
effects to the engine (actually they have 
already been added, but the team had not yet 
gotten them up and running). Ideally the level 
designers will be able to set fog intensity for 
each discreet area in a given level, so they can 
fill the city streets with as murky a pea soup as 
they like without flooding all the interior areas 
in the level with fog as well. 


Il find you, taffer: 

Eye candy is all well and fine, but there are a 
number of subtler engine features that the team 
is working to improve as well. Al is a major con- 
cern—although Thief was certainly no slouch in 
the Al department, there were a number of 
quirks and oddities that needed to be addressed 
for the sequel. One of the most noticeable prob- 
lems was pathfinding—retreating to high ground 
(such as a table, or a balcony) would confound 
the guards, even if you were still within the 
reach of their weapon. 

If you retreat to high ground in the revised 
engine, your opponents will react more intelli- 
gently. If you are still within sword reach, they 
will fight you from where they stand. If they 
can't reach you, they will climb up on top of the 
object that you are standing on. Finally, if you 
are standing someplace that they are unable to 
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>>> Many of the missions will take place on the city streets, which the team has mapped out in extensive detail. 
>>> But does he celebrate Arbor Day? 


get to at all (such as an inaccessible ledge or 
balcony), they will run off to find another guard 
who can reach you—ideally one who is armed 
with a bow. 

AI characters will also be able to recognize 
when a goal that they are trying to reach is com- 
pletely inaccessible, and change their course of 
action appropriately. A guard trying to access a 
locked room will no longer become forever stuck 
trying to open the door—instead the guard will 
realize that the room is unreachable and either 
go off in search of the key, find another way 
around, or choose another goal altogether. 

The team is also experimenting with tweaking 
the characters’ awareness of their surroundings. 
The guards in Thief were excellent in noticing 
some suspicious clues, but seemed to be com- 
pletely oblivious to others. It was possible to use 
water arrows to douse all the torches in the 
vicinity of a guard (leaving them in total dark- 


makes the levels more labor-intensive to build 
out, because the designers are responsible for 
implementing some of the AI behavior." 


If Looking Glass had any doubts about how play- 
ers would react to stealth-oriented gameplay, 
feedback from fans of the first game has ban- 
ished them. Pearsall believes that people didn't 
like going up against monsters and zombies 
largely because they were not responsive in the 
same way that a human opponent would be. 
"When you make a noise and a guard responds 
by saying ‘What was that?” it creates a lot of ten- 
Sion. Monsters just don't have the same effect." 
Thief 2 will feature a total of 15 missions, 
nearly all of which will take place completely 
within the boundaries of the city. The team spent 
a good deal of time mapping the layout of the 
city in detail, and the various maps in the game 


ness) without eliciting any response at all. This 
was not actually a problem with the engine—any 
object, or its absence, can be flagged as suspi- 
cious. The team experimented with the idea of 
allowing doused torches put the guards into 
"search" mode—and even with the possibility of 
having them re-light doused torches—but found 
that it made progress through the game too dif- 
ficult. What they will probably end up doing is 
triggering some sort of verbal response from the 
guard when the torch goes out (“It must have 
been the wind”). 

Some Al behavior will be level dependent. 
“One interesting thing about our Al system is 
that it’s actually built around a scripting lan- 
guage,” Pearsall explains. “The reason that we 
did that is so the designers could have some 
control and input over the Al’s abilities and 
expand the Al in some areas—we wouldn't have 
to have a programmer do that. That actually 


will portray a fairly large portion of its expanse. 
The challenge was to provide missions and 
opponents more in keeping with the 
stealth/thieving theme, but to avoid making 
every level another exercise in raiding some 
lord's mansion to steal his prized toy. 

The first two levels of the game will be train- 
ing levels. Unlike the first game, there will be no 
separate tutorial mission—instead the team 
wanted to work training into the story itself with 
missions that would be interesting enough for 
veteran players, but accessible enough for new- 
bies. You will have the opportunity to leam how 
to use all the game’s controls as you progress 
through these two missions, but at the same time 
you will have real objectives to accomplish. 

The details regarding many of the game's 
missions are being kept under wraps, of course, 
but the ones that Pearsall was willing to show 
look quite promising. In one, Garrett will have to 


>>> Can you spot the Mechanist security camera? 


pull off a bank robbery. In another he will have 
to plant evidence to frame a member of the 
sheriff's police force (if Garrett is spotted by 
anyone the frame won't work, and you will fail 
the mission). At one point you will have to kid- 
nap a closely guarded official from under the 
noses of his two bodyguards... and then make 
your escape with the official’s unconscious body 
slung over your shoulder. 

Your primary opponents in most of these mis- 
sions will be humans, but you will run into other 
enemies as the game progresses. Eventually the 
Mechanists will begin to supply the sheriff with 
steam-powered mechanical creatures created 
specifically to hunt thieves. Some of these 
automatons will take the form of "security cam- 
eras” that have phenomenal vision but which are 
unable to detect sounds. Others will be walking 
contraptions that can hear you but lack the abil- 
ity to see. You can sneak past them if you are 
quiet enough, but make too much noise and 
they will extend a camera eye and begin firing 
cannonballs at you. It will be possible to take 
these brass and copper opponents out with a 
well-placed water arrow—put out their fire and 
they are little more than a gaudy paperweight. 

Garrett will have a few new toys to help him 


| out in his larcenous endeavors. He will be able to 


throw a remote camera and see what it sees via 
his mechanical eye—a useful scouting technique. 
You will be able to buy flares between missions 
to help provide a little light in areas where you 
are unlikely to be spotted. Looking Glass is also 
experimenting with a “cat-fall” potion that will 
allow you to fall without taking damage. 


Eidos expects the sales of Thief Gold to outpace 
the sales of the original game, especially in the 
European market. It looks as though Looking 
Glass is trying to build on the first game's good 
ideas without upsetting the formula that made it 
so much fun. Of course, the sequel won't be as 
revolutionary as the first game (sequels rarely 
are), but now that fans have an idea what to 
expect, that might help the game more than it 
hurts it. They won't have long to wait either 
way—Looking Glass is on schedule to ship the 
game sometime this spring. 


GENRE First-Person Looter 
PUBLISHER Eidos 
RELEASE DATE spring 2000 
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Under the hood with 
Voyager: Elite Force 


by Benjamin E. Sones 


ow do you go about building a game world when players already 

know what it should look like? Creating a fictional setting from 

scratch is difficult enough—perhaps even more so, from a concep- 
tual standpoint—but with complete creative freedom comes the ability to tailor 
your environments completely to the needs of the game. So what do you do when 
your game is based on a popular license and your audience is already intimately 
familiar with the world in which your game is set? 

Developer Raven Software has been faced with exactly that challenge in cre- 
ating Voyager: Elite Force, a first-person shooter based on the popular Star Trek 
Voyager television series. An action/adventure that leans a bit to the action 
side, the game puts you in charge of an elite security force called Hazard Team. 
An unknown alien species has captured the U.S.S. Voyager—and a diverse 
assortment of other vessels—in a kind deep-space starship graveyard. Over the 


course of the story you will visit other ships in the graveyard and be tasked 
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with a variety of missions as the crew attempts to free 
Voyager from whatever force holds it hostage. 

A good portion of the game takes place on Voyager 
itself, however, and you will be able to move about the 
ship between missions and talk to some of the characters 
that you encounter (Raven is still in the process of signing 
contracts with various actors from the show, so the matter 
of which characters will be featured prominently is still up 
in the air). Since the Voyager sets are present in every 
episode of the show, fans are likely to be fairly familiar 


with how they are supposed to look, and Raven's 


artists and level designers have to cater to that. 
Fortunately, they are getting a lot of help from 
Paramount, which has a strong interest in making sure that 
its license is properly represented. Project Director Brian 
Pelletier produced a massive binder filled with slides— 
photo reference from past episodes of the show. Paramount 
has a photographer on the payroll whose job is to meticu- 
lously document every set element used in a given 
episode. These might be anything from pictures of cast 
members to various views of the sets to reference shots of 


carpet patterns. 


A Trekkie's Dream: Visiting the Sets 
Seeing the Voyager sets in picture form is helpful, 
but in order to get a comprehensive look at the 
layout you have to see them in person. Before 
playing the game we visited the Voyager 
soundstage in Hollywood and took a 
close firsthand look at Raven's real 
source material. Sitting in the Captain's 
chair on both the "real" bridge and 
the virtual one casts Raven's design 
work in a rather favorable light—the 
resemblance is remarkable. Part of 
the thanks goes to the extensive 
modeling capabilities of the Quake III 
engine (which the game is based on), 
but it is evident that Raven's artists and 
designers have spent an inordinate 
amount of time scrutinizing their environ- 


Not everything came together perfectly from the 
start, however. For one thing, the Voyager sets are actu- 
ally a lot smaller than they appear on television—a trick 
of the camera, apparently. The team designed all their 
original levels to the set specifications, but found that 
they were too constricted and difficult to maneuver in. 
Worse still, they didn't look right, even if they were 
technically identical in scale. The team had to do a bit 
of stretching and resizing to make the environments feel 
similar to the way they appear on television, and to 
make them functional in the game itself. Built to the 
"correct" dimensions, the Voyager corridors were not 
actually wide enough for two characters to walk past 
each other in the game. The bridge felt more like a clos- 
et than a large open space when constructed to scale. 
Voyager's transporter room may seem small compared 
to the one on the Enterprise, but the actual set is even 
smaller still. Standing at the control console, it is diffi- 


ments down to the last little detail. 


cult to avoid bumping your head on the ceiling. 
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>>> Raven was often faced with filling in the "empty" areas from the sets—blank or missing walls that are kept off-camera in the show had to be created from 


scratch for the game. 
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Raven has also been working closely with Rick 
Sternbach, the technical design illustrator on 
Voyager and the guru responsible for creating 
the starship blueprints that become canon. 
When work on the game started, Stembach had 
just begun to create a comprehensive set of 
Voyager blueprints. Watching the television 
show it might appear as though the sets are laid 
out according to some overall plan, but that 
really has not been the case. Up until now, there 
was no overall plan for how all the individual 
sets (such as the bridge, sickbay, astrometrics, 
or Neelix's kitchen) were interconnected. All the 
transition shots actually take place in one of two 
hallway sets—one a long curving hallway, the 
other an intersection jokingly referred to as 
"Hollywood and Vine." The amount of time 
required to travel between two locations on the 
ship is dictated by the needs of the script rather 
than by a consistent floorplan. If the script 
called for 30 seconds of dialogue while the scene 
transitioned between sickbay and the trans- 
porter room, then that was how long it would 
take to get there. 


Close Guarters 

A number of other shortcuts are used on the 
show as well. We discovered that there are only 
two crew quarters sets, for instance. Janeway's 
cabin is actually the same set as Tuvok's or 
Chakotay's—they merely switch out the furniture 
and shoot the set from different camera angles 
to create the illusion of individual rooms. Each 
cast members even goes so far as to walk 
through the door in their own specific fashion to 
heighten the illusion that it is a different door— 
Kate Mulgrew might angle through the door to 
"her cabin" from the right, while Tim Russ 
marches straight in. 

Perhaps the most amusing shortcut that the 
show employs are the star fields that you see 
outside the ship’s windows. You might think that 
these were CG effects added in during postpro- 
duction. You might think so, but you would be 
mistaken. Sets with windows are actually sur- 
rounded by a curtain of heavy black fabric cov- 
ered with silver glitter. The curtain is on a circu- 
lar track, so it can be rotated around the set to 
make the stars fly by the window when the ship 
is supposed to be moving. 

Raven also ran into the problem of filling in 


>>> Ah, sickbay... all the details are in place, right down to the computer terminal on the Doctor's desk. 


the “missing pieces” that are common to most of 
the sets. Like the last two iterations of Gene 
Roddenberry's world, Star Trek Voyager is exclu- 
sively a single-camera production. After the 
introduction of the Steadicam, you no longer 
needed to employ massive camera dollies to 
provide stability, and it was possible to shoot 
the show entirely on a single camera positioned 
inside a self-contained set. Even so, most of the 
sets are not completely enclosed. Some rooms 
are only shot from certain angles, and the set 
crew simply didn't bother to build walls or other 
set elements that would never appear in a shot. 
In the game you will have the freedom to go 
anywhere you like, however, so it was necessary 
to fill in all the gaps. 


On the Level 
After visiting the sets, we retired to the Activision 
studios and spoke at some length with Pelletier 


22? If you look very closely, you can see how the scale of the sets has been stretched a bit in the game maps 


as he walked us through the game... 


COMPUTER GAMES: HOW DO YOU GO ABO! 
BUILDING A LEVEL FOR VOYAGER: ELITE FORCE? 


BRIAN PELLETIER: First of all we begin with the 
photo reference of the room, then the designer 
watches videotape of a show that features that 
set to get a sense of the scale. That tends to be a 
lot of "rewind and play, rewind and play," until 
they feel comfortable with how big the scene is. 
The other main thing we have is a blueprint—top 
down to-scale blueprints for all the rooms on 
Voyager. So based on those three things, they 
can start building a level. Then we team up 
artists with designers, so as the designer builds 
the level the artist is working on textures. The 
textures have to be designed specifically for 
some of the shapes in the architecture, so the 
[artists and designers] have to be working in 


pens. ITIN 


conjunction to get the overall room down. Once 
a room is built we have to set the scale. 
Sometimes we'll see that "oh, this part's too 
elongated, so we have to move this down." 
Quake III isn't a CAD system, so you can't mea- 
sure that great. The main thing is the video ref- 
erence, though—that has been a big key for us. 


CG: PARAMOUNT'S VOYAGER SETS ARE ALL DIS- 
CRETE LOCATIONS—THEY ARE NOT REALLY CON- 
NECTED TOGETHER IN ANY WAY. HOW DO YOU GO 
ABOUT TRANSLATING THOSE INTO A CONTINUOUS 
ENVIRONMENT? 


BP: [Rick Sternbach] has recently been helping 
us get the placement of the rooms on different 
decks. At the start we were just doing our own 
thing and placing the rooms wherever. It's 
funny, because we had placed them in where we 
thought they should go, and then once we start- 


ed to get some of the deck layout [from Rick], 
we were way off. So it's actually really good that 
we got those at the time that we did. Right now 
nothing is really set up to the "real" layout of 
the decks at all, but we'll get to that. As [Rick] 
gets through all the different decks he keeps 
sending us updated decks. So | will tell him 
"hey—we're working on Deck 9," and he'll say 
"okay, I'll до do that deck now." Then he'll get 
that done and send it to us and we'll have a 
general layout of that deck, and we'll realize 
that we're way off. [laughs] We also have blue- 
prints of the Enterprise E... or was it D? One of 
those. That ship is like twice the size [of 
Voyager]. We tried taking some deck design 
from there, but once we started to put stuff in 
Voyager we realized that Voyager is so small 
that that layout isn't nearly so complicated. Rick 
has been a big help, though, because we need to 
know that when | want to go to the transporter 


room on Deck 4, and | get into the turbolift and 
say “Deck 4 transporter room,” which turbolift 
port am I going to come to? Where is the trans- 
porter room in relation to that port? Am I walk- 
ing down the hall to my right, or the left, or just 
straight ahead? That's one of the things that 
we'll eventually get worked out with him. 


G: HAVE YOU RUN INTO PROBLEMS WITH GET- 
TING THE LAYOUT OF THE SHIP TO BE CONDUCIVE 
TO THE FLOW OF THE GAME? 


P: Oh, sure—take the cargo bay. In our 
design of the game we had a battle in the cargo 
bay, but the only cargo bay that's known is the 
one that has Seven of Nine's alcoves. That was 
just too small a room to be having this big, all- 
out cargo bay battle. So what we had to do was 
get into the rough schematics and diagrams that 
were already done for a cross-section of 
Voyager, and on there it shows that there are 
actually upper and lower cargo bays. It's like a 
double-decker—a really big cargo bay—but it's 
just never been created on the show. So we just 
decided that we're not going to use the Seven of 
Nine cargo bay, that we were going to make out 
own, because it just fits the game better. 


HAS PARAMOUNT BEEN AMENABLE TO GIV- 
ING YOU THAT LEVEL OF CREATIVITY WITH THE 
MATERIAL? 


Surprisingly, they have been really open 
to that. They understand that it's a game, and 
they pretty much say "yeah, that's what the 
game needs—go for it." But they're pretty par- 
ticular on how that room looks. You know, it has 
to look like the [existing] cargo bay—it has to 
have the same features, and the feel has to be 
the same. We've actually created special rooms 
for our Hazard Team that we call "Hazard 
Operations," which consists of four rooms. 
They've got a briefing room, their locker room, 
they have their own little lounge, and they have 
an armory. Inside the armory, or equipment 
room (where they get their gins and items and 
things) there's a little holodeck. Players will be 
able to go into that holodeck and test out some 
of the weapons and such, and just kind of play a 
little holodeck map. So those are things that 
we've actually created from scratch, and we cre- 
ated our own briefing room. That was something: 

where we designed it out 
by ourselves, 
just 
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looking at what we had seen so far of Voyager 
architecture. So we designed the rooms and sent 
them to Paramount, and every single room 

needed some adjustment. So we definitely didn't 
get it on the first try, but for the most part a lot 

of the adjustments were valid. Our ceilings were | 
these really complex, ornate ceilings and | 
[Paramount] said "no, the ornate ceilings are | 
reserved for the bridge and the more important | 


rooms, so if this is a briefing room it’s probably | 


BEST STAN Dene 


ver the course of our visit we 
had a chance to take a close 
| look at how far Voyager: Elite 
Rz ' Force has come since we saw it 
at the Electronic Entertainment Expo last year. The 
game is still a ways from being finished, but 
Pelletier feels confident that the team is still on tar- 
get for a spring release. There were a number of 
levels in a semi-complete state—some merely 
empty environments, others with Al characters and 
some scripted events in place. The team also had 
one mission to show that was effectively content- 
complete, a rescue mission that takes place aboard 
a Borg Cube. 

The Borg mission had a number of bugs and 
glitches, and of course the game engine and Al is 
still very much under construction. It was possible to 
play through the mission (which is divided into three 
levels) from beginning to end, however—an oppor- 
tunity which we immediately took advantage of. 

The mission opens in a crisis situation—an away 
team sent to investigate a Borg Cube has met with 
unexpected complications, and the surviving 
crewmembers are trapped in an area of the Borg 
ship that is impervious to transporters. You are 
tasked with rescuing them, of course—hope you 
packed your assimilation-proof underwear. 

Upon entering the Cube you are faces with a 
myriad of claustrophobic corridors, disturbing 
arrays of tubes and wires, and plenty of Borg 


not going to have this really complex ceiling.” 
So we dropped that out. They even look at car- 
pet color, you know, even down to that. 


HAVE THEY EVER COME BACK AND TOLD 
YOU THAT YOU COULDN'T DO A ROOM THAT YOU 
WANTED TO DO? 
3P: No, not at all. 


IS IT POSSIBLE THAT RICK STERNBACH WILL 


alcoves (some of which contain Borg). The Borg do 
not immediately attack you, however, and those 
players who are well-versed in their Trek trivia will 
know that unless you take any threatening actions 
or (heaven forbid) attack, the Collective will pretty 
much continue to ignore you. 

You don't come into the mission unarmed, but 
for all practical purposes your phaser rifle is next to 
useless, You might squeeze one or two kills out of 
it, but after that the Borg will adapt their shields to 
the rifle's frequency, rendering it completely inef- 
fective. If you can find and destroy special nodes 
located throughout the Cube you can disable any 
Borg in that region, but such nodes are not always. 
readily at hand, and avoiding combat is probably 
the best approach until you can find a few of the 
stranded away-team members to help you out. 
Fortunately the away team brought another toy 
with them—a unique weapon called the "Infinity 
Modulator," designed by Seven of Nine specifically 
for use against the Borg. An original creation of 
Raven's, the Infinity Modulator constantly changes 
it’s frequency so that the Borg are unable to adaapt 
their shields to protect against it. Once you find this 
weapon, you have a fighting chance in a face-to- 
face conflict. 

Despite the fact that the Al is far from finished, it 
still managed to put on a pretty impressive show in 
the Borg mission. “We use a lot of scripted 
sequences in the game,” Pelletier explains. “In 


USE ANY OF THE LAYOUTS THAT RAVEN HAS CRE- 
ATED IN HIS TECHNICAL DIAGRAMS OF THE SHIP? 


Hmm. No. We sat down and talked, and | 
pretty much gave him the entire flow—from the 
game standpoint—of going through the ship, 
and exactly what happens. He's looked at it and 
pretty much said “this is do-able, and I'll get 
you the designs for this.” So he’s kind of basing 
his work plan around what we need, and he gets 


Е О ГЕ Е 


some of the missions it can get pretty complicat- 
ed." At one point in the mission a Borg approaches 
your team from the far end of the hallway. Your 
weapons specialist asks you for permission to open 
fire (АГ characters will sometimes ask you yes or no 
questions). How you should answer depends on. 
whether the Borg are alerted to your presence—if 
they aren't, you can let the Borg walk by you with- 
out disturbance. If they are, however, the Borg will 
try to assimilate your men once he gets within 
melee range. 

As leader of the away team, you will have some 
measure of control over the other members. This 
feature was not yet functional in the build we saw, 
but in the final game a simple interface will allow 
you to issue orders such as "stay" or "attack." Al 
characters also have the ability to think for them- 
selves, and will often initiate more complicated 
actions without your supervision. If you come 
across a sealed door or force field, for instance, 
your engineer (if you have one with you) will auto- 
matically try to hack through it. If a team member 
is injured, they will automatically seek out your 
team medic (if one is present) to be treated. If their 
injury is severe (or if no medic is present), they 
might transport out. The idea is to give you the 
feeling that you one member (albeit also the 
leader) of a larger, intelligent team—something of a 
departure from the “one-man army” approach that 
most shooters take. 
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that stuff done first so we can start implement- 
ing them right away. Rick's definitely got it all 
up in his head, you can tell when you talk to him 
that he knows that ship inside and out. He never 
actually saw the game—he saw screenshots of 
the game, and he was really impressed with 
those, but he never actually got to walk the cor- 
ridors or anything like that. He definitely helping 
us with questions like "where are the Jefferies 
Tubes, and how do you access Jefferies Tubes 
from a hallway." There's actually like three dif- 
ferent ways to access a Jefferies Tube, which is 
something that we didn't know. 


CG: WHAT HAS WORKING WITH THE QUAKE III 
ENGINE BEEN LIKE? 


BP: 
We love it. 
Basically for us it simply is the technology that 
we need to create such an accurate Voyager. | 
don't think there's anything else that we could 
use to be as accurate as we have. 


CG: RAVEN HAS PROBABLY GOTTEN PRETTY 
COMFORTABLE WORKING WITH ID... 


BP: Oh, yeah, | definitely think that because 


>>) Trekkies can rest assured that Voyager: Elite Force will feature accurate renditions 
of the carpet patterns found in the television show. 


of our experience with the 
previous engines that going 
into Quake III was something that 
our programmers are familiar with— 
it’s a familiar code base, and it’s a lot 
easier now to go in and get the engine run- 
ning. Sure, there’s a learning curve, and we 
have some different features, but for the most 
part it’s... well, it’s like anything. It’s like get- 
ting a pair of gloves—we're comfortable and 
familiar with it. It’s one of those things too 
where it’s the best technology out there, and 
we wanted it. 


CG: HOW OFTEN DID ID PROVIDE YOU WITH 
UPDATES BEFORE QUAKE III ARENA WENT GOLD? 


BP: Updates came fairly slowly, just because 
they were obviously working on a product too. 
They were set back with some of their code, 
which of course reflected on us and set us back a 
little bit. But we recouped and pretty much got 
the code when we asked for it. We'd say "hey, 
we need a couple of things," and it might take a 
little while, but they're responsive. They are 
busy making their own game, so we just make 
sure to ask far enough ahead of time. m 


GENRE First-Person Shooter 
PUBLISHER Activision 
RELEASE DATE spring 2000 


>>> Tim Russ, the actor who plays Lieutenant Тимок, has already signed on to lend his voice talent to the game. Тимок is ultimately in charge of Voyager's Hazard 


Team, and is your superior officer. 
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High Heat Baseball 2001— 


by William Abner 


moving up to the Majors 


EIER 


22) A night game at Fenway» You now have access to a player 
This makes setting a lineup much easier, especially in the minor leagues. 


5 scouting report inside the lineup screen. 


n 1998, 3DO and Team.366 released High Heat Baseball '99. The game received very 

little fanfare. It had a console feel to it and lacked the statistical depth that hard- 

core baseball fans demand. But one could see the potential in the game. Even 
though it was an arcade game, it played a better brand of baseball than anything we 
had seen in years. 

Baseball fans drooled when Team.366 announced that High Heat Baseball 2000 
would implement a full career mode (with no season limits), tons of statistics, Intemet 
play, fantasy drafts, and a new graphics engine. They promised to do this in one 
development cycle (for sports games, that means in one year's time). This was 
unprecedented. Team.366 was taking a huge risk in adding so many new features in 
such a short period of time. In the end, it succeeded—sort of. 

High Heat Baseball 2000 was a very important release. It truly advanced the genre. 
However, due to the short development cycle, the game shipped with an extensive num- 
ber of bugs (some serious, some not so serious). It took two healthy patches to make the 


game playable for some, and while one cannot 
ignore the great strides that High Heat Baseball 
2000 made, one also cannot ignore the instabil- 
ity of the product as a whole. 


Refining a classic 

This year, Team.366 is backing off a bit. High 
Heat Baseball 2001 is not the radical leap in tech- 
nology and design that High Heat Baseball 2000 
was. The game is more of a refinement than à 
rebirth. This is a good sign, as hopefully this will 
equate to a better, more complete product. 

Even in the alpha version of the game, the 
refinements are evident. Significantly, some of 
the old gameplay problems from High Heat 
Baseball 2000 have been addressed. Sacrifice 
bunts (a thorn in the side for many High Heat 
fans) work at a much higher rate. Bunting was 
especially frustrating in "manage only" mode, as 
the batter would rarely bunt down the line. This 
resulted in the pitcher jumping on the ball and. 
nailing the runner at second base. This has been 
addressed and now the batter squares around in 
an attempt to hit the first or third base lines. 

The baserunning model is also being refined.. 
In High Heat 2000, a runner on second would 
never advance to third on a ground ball to the 
right side of the infield (almost a given in real 
baseball). High Heat 2001 addresses this prob- 
lem, as runners are quicker in their decision- 
making. We have seen several runners advance 
on grounders to first or second—most of the 
time not even garnering a throw to third. This is 
not to say that the baserunning Al is perfect. At 
this point, it's not, but Team.366 has time to 
further enhance the baserunning model. 

Player fatigue, another serious issue from 
High Heat 2000, has been also addressed. In 
fact, Team.366 has even added ‘fatigue bars’ so 
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TOP НОМ >> In between innings the game tells you who is due up >>> When you go to the bullpen you can see who is up next for the opposing team > 

behold, it's a ground ball to second and the runner on second is advancing to third. This was a big sticking point with last year's game >>> Having trouble hitting 
the ball? The new Batting Practice mode aims to please ’ -> Check out this play at the plate! This year, the catcher can actually drop the ball. >>> When trading players, 
the CPU GMs will tell you who they want and what it will take to secure the deal 


you can see just how tired a player is at any 
given time. 

The graphics will not blow your virtual socks 
off. In fact, the graphics are very similar to last 
year's game. Instead of building a new graphics 
engine, Team.366 has added more animation to 
the hitters, pitchers, fielders, and stadiums. 
Some of the more prominent graphical enhance- 
ments include varying body types for pitchers 
and hitters, waving flags, animated score- 
boards, acrobatic catches, and barehanded 
throws. One of the most important additions in 
terms of animation and how it relates to game- 
play deals with the new momentum model. 
Outfielders no longer stop on a dime when they 
make a catch. If the Center Fielder, for example, 
is running at full speed to catch a well-hit ball, 
his momentum will carry him a few feet after he 
makes the catch. This can even take him face 
first into the wall. This is bound to have a dra- 
matic impact on gameplay. The momentum 
model also shows up on plays at the plate. 
Unlike last year, the catcher can drop the ball 
during home plate collisions. Errors also look 
much more realistic this year. Errors now go 
through infielder's legs (at times) instead of 
always bouncing off of their body. Not only does 
this look more realistic (think Bill Buckner..sorry 
Bill) but it impacts the game itself. The new 
animation and momentum, while they seem like 
nothing more than window dressing, play a part 
in how the game is played. 

The view from which you watch the game has 
changed a bit. By activating the new "action cam" 
you are greeted with a slew of new camera angles 
during play. (Close-ups, reverse angles, etc.) It's a 
lot like watching a baseball game on television. 

Ted Robinson is back again this year to call 


the game. A lot of the sound is similar to High. 
Heat 2000, but there are quite a few new wrin- 
kles. There are several new lines of speech this 
year and now, on occasion, Ted calls the fielders 
by name instead of by position. 


A whole new ballgame 

While the developers are doing more refining 
than they are rebuilding, there are a lot of 
brand-spanking-new features this year that 
should greatly enhance the overall experience. 
High Heat Baseball 2001 comes complete with 
night games, the All-Star game, league Internet 
play, several new parks (Shibe Park and the 
Baker Bowl, just to name a couple), oodles of 
statistics, post-game replays (you cannot view. 
replays from simulated game, however), and 
team manager profiles. 

The manager profiles deserve further expla- 
nation. This new feature allows you to tweak 
how the computer manages teams during the 
season. If you feel that the Phillies are a running 
team, you can bump up the odds that the man- 
ager will attempt to steal with a fast player. 
Other profiles include the frequency of pinch hit- 
ting, defensive substituting, intentional walks, 
pick-off attempts, pitching changes, pinch run- 
ning, hit and runs, and sacrifices. 

Also new to the game this year is the inclusion 
of a rookie draft. Last year, you were simply. 
assigned 25 new rookies at the start of the sea- 
son. The draft is 25 rounds in length and you will 
find a wide variety of talents, but remember that 
you are drafting merely on what the scouting 
reports say—and they aren't always correct. One 
thing that Team.366 doesn't include is a draft 
profile. There is no way to set how the CPU GMs 
will evaluate talent. 


>>> This year, momentum carries players after they catch the ball. Here the center fielder makes a great 
running catch... and promptly runs into the wall. 


Hard-core fans will be happy to hear that 
Team.366 has included an option for custom 
leagues. So, if you are of the mind that the new 
"wild card" system in Major League Baseball 
defeats the purpose of a 162-game schedule, you 
can go back to the days before expansion and 
set your league up how you see fit. 

The new batting practice mode is also sure to 
please fans who struggled with the game last 
year. You can specify such things as pitch loca- 
tions, pitch quality, pitcher arm strength, and 
pitch type. So, for example, if you are having a 
hell of a time hitting Randy Johnson's high fast- 
ball, you can simulate this in batting practice 
down to the letter. 

Player trading as been tweaked a bit this year 
with the addition of "trade advice". Actually, 
this is simply a tool that allows you to virtually 
talk with computer GMs. If, for example, you 
wish to acquire a player from the computer, it 
will tell you what it'll take to seal the deal. The 
trade Al still needs some work, but this is a very 
nice addition to the trade model and should 
make the process go a lot smoother. 

Finally, the most important new feature this 
year is the League Convert Utility. High Heat 
Baseball is a career based game and many 
gamers simply do not want to start over every 
season. Team.366 understands this, and they 
already have a working utility that takes league 
files from High Heat Baseball 2000 and converts 
them into High Heat Baseball 2001 files. 


Field of dreams? 

With another three or four months left for 
Team.366 to refine High Heat Baseball 2001, it is 
likely to be a certified winner among those that 
loved last year's title. There is still some work to 
be done, but unlike last year, Team.366 has a lot 
of time to tweak, adjust, and fine-tune the 
game. (Hopefully some of this time will be spent 
in adding team identifications to player histo- 
ries. We know the guy was in the "majors", but 
where did he play?) We'll find out if the game is 
a true winner or merely another game loaded 
with potential this spring when High Heat 
Baseball 2001 is released. m 
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Don't shelve that disc after you're done— 
a Mod can make it a whole new game 


by Steve Bauman, Caryn Law, philosopher once said that once a piece of art is created, it no longer 
Dovid Parking, “and det Vagal belongs to the artist, but that the reality of the art exists between 
the perceiver and the piece perceived. Perhaps taking that state- 
ment literally and applying it to games, it could be said that once a game is 
created, it no longer belongs to the developer but to the people that modify 

and alter the program in order to create entirely new experiences. 

People have hacked programs and created new levels since the earliest days 
of gaming. Programs like Pinball Construction Set and numerous “build your 
own game” programs were designed to allow users to create their own games. 
But the ability to shape an existing game really ene Wa the public’s con- 
sciousness with id Software’s DOOM. Electing not to release tools for creating 
levels, John Carmack, the game’s wunderkind programmer did something rad- 
ically different: he publicly documented all of the game’s file formats and data 
structures. With this knowledge, hackers turned their attention toward creating 


the tools to facilitate the creation of new levels and modifications. 
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A Mod is a generic term that's come to encom- 
pass any number of user-alterations to a game 
in order to create a different experience. They 
can be as seemingly innocuous as modifying an 
existing weapon or as radical as turning the fan- 
tasy-based Myth into a classic western. (The TC, 
or Total Conversion, was coined by the Quake 
community to signify something that altered 
nearly every aspect of the game, from graphics 
to the rules of play. We're really talking more 
about the full-scale TCs and Mods, rather than 
relatively simple alterations.) 

While it takes a significant amount of work 
and skill to create a good level for Quake or sce- 
nario for Heroes of Might and Magic IIl, Mods 
require even more time and resources. In addi- 
tion to the actual level or scenario work, they 
usually require programmers to write (or re- 
write) code and artists to create graphics. In 
essence, they are creating an entirely original 
work from a base set of tools that include the 
original game. 

(You could even make perfectly valid argu- 
ments that games like Half-Life or Sin are merely 
supercharged Mods with actual budgets. To do 
so, however, would be somewhat dismissive of 
the amount of work the teams spent re-writing 
code and adding features. But they do fall under 
the basic definition of a Mod.) 

Few Mods, though, are as ambitious as those 
two commercial products. For example, Mods 
rarely offer complete solo and multiplayer play— 
most focus solely on the latter. And they are 
usually in a constant state of development, 
rarely really reaching a true "release" state. And 
many are never finished. But a few stand out 
from the pack, and this article will give you a bit 
of information about how they work and, in 
some cases, why they were created in the first 
place. This month we look at Mods for Quake II, 
Myth II and role-playing games and discuss 
some issues with regards to Intellectual Property. 
Next month we'll look at Ha/f-Life, Unreal and 
Sid Meier's Gettysburg, plus we'll ask the big 
question, "Why?", which will be answered by 
both the people that make their programs Mod- 
friendly, as well as those that spend the hours 
creating Mods and giving them away for free. 


The first-person shooter has long been the genre 
most associated with the Mod scene. It started 
with DOOM, moved on to Quake, and for a long 
time, Quake II was the most modified game, 

but that will likely change now that Quake III 
Arena is on shelves. In the gap between Quake 

Il and Ill, many Mod developers moved over to 
the technologically superior Half-Life. Still, we've 
selected a few impressive ones for those still 
wedded to Quake Il. 


Action Quake || 
Developed by the A-Team, Action Quake II is one 
of the most popular Quake // Mods, and was the 
recipient of an award for "Best Mod of 1998" ina 
recent PlanetQuake contest. Dallas "Suislide" 
Frank, the lead on the upcoming Action Half- 
Life, says that they wanted to play games the 
way they envisioned them, and in this case it 
was simple. "Action Movies. Games. How could 
they not eventually have a kid?" 

The strength of this Mod is its realism—real- 


life weapons and items, location-based damage, 
limited ammo and reality-based maps. Unlike 
regular Quake Il in which you can carry one of 
every weapon, Action Quake Il allows you only 
one "special" weapon beyond your standard 
Heckler & Koch MK23 pistol, and only one special 
item, such as a bandoleer, a laser sight or a 
silencer. The weapons are modeled after real 
weapons, and they are made to act as close to the 
real thing as possible. There's no carrying around 
armfuls of ammo, either. Unless you're wearing 
the bandoleer, which allows you one additional 
clip, you are only allowed to carry only two clips 
of ammo for each weapon. Should you run out of 
ammo, you can switch to your combat knife, or 
better yet, you can kick your opponents. 

That's right, kick. Probably the most hilarious 
and disturbingly enjoyable feature of this game 
is the ability to put the smack down (literally) on 
your opponents with a loud, resounding, Bruce 
Lee-like whack, causing twenty points of health 
damage or possibly death. If they're unfortunate 
enough to be standing near a ledge, a second 
story window, or some other similarly tall object, 
your kick can send them plummeting mercilessly 
to their death. 


»» 


There also aren't any health packs. Once 
you've taken a shot, you will begin bleeding to 
death until you stop and apply a bandage, which 
takes eight full seconds and keeps you from fir- 
ing your weapon. The amount of time it takes to 
bleed to death depends entirely on what hit you 
and where. A shot to the head with any weapon is 
an instantaneous kill, while a shot to the chest 
will let you bleed a while before you die. 

The popularity of Action Quake 1115 more than 
justified. The realism of its play requires more 
skill than regular Quake Il, and with its populari- 
ty comes a desire among its disciples to create 
maps, skins, and other accessories, making it in 
a constant state of change. The team that creat- 
ed it has moved on to Action Half-Life, which at 
press time was in beta testing. 


Chaos DM 

If sacrificial bloody heads don't trip your enter- 
tainment trigger, try Chaos DM. The name comes 
from its eclectic collection of weapons—there's 
everything from a shotgun that fires exploding 
bullets to a gleaming broadsword. In fact, the 
player's choice of weapons appears to be at least 
three times that of regular Quake // deathmatch. 


»» 
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Ouch, that's gotta hurt.» Nothing like shooting out glass. 
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Chaos DM features everything from crossbows to swords. 


Lead coder of the Mod Mark L. "Major Trips" 
Ferrell, who works for Nortel Networks in the real 
world, explains the appeal of Chaos, saying it's 
all about adding crazed and deranged weapons 
to other Mods. "We take a weapon and make it 
something totally crazy, which has been known 
to bust a few peoples sides with laughter." As an 
example, he gives the Proximity Grenade. As 
originally designed by id, it was just a grenade, 
but people wanted a Proximity Grenade that 
blew up when people got close to it. But that 
wasn't good enough, so they made the grenade 
"hop" around and chase people. So now you 
have a hopping, chasing grenade, which in the 
game seems to be almost alive. "So we gave it 
some ‘human’ characteristics: a face with two 
little stubby feet, and let's have it giggle and 
growl and make all sorts of fun sounds as it 
moves around." 

It's not just the number of weapons that make 
this a terrific addition to the Quake II experience. 
The special nature of weapons like the poison 
grenades and the laser mines requires that you 
combine weapons in order to raise your score, 
moving the game from a simple "hunt, point, 
and shoot" experience into a realm where skill 
and strategy are required. 


Devastation Quake Il 

Are you convinced that all the armor on a map 
plus an arsenal consisting of every weapon just 
isn't adequate protection? Well, the Devastation 
Quake II team certainly is. They tapped a deep 
vein running thr gamers—a love of 
machines. “The thought of ripping through a 
pack of grunts in a heavy battlesuit was just too 
tempting to not make,” says team spokesman 
Devin “Section8” Kelley, who says he “sleeps a 
lot” when not wishing he had fellow team mem- 
ber Michael “Coldfusion” Amold’s “salaried pro- 
fessional procrastinator” job. He says the appeal 
of the Mod is that it’s conceptually simple. 
“Soon we realized how such simple modifica- 
tions would make a dramatic impact on the 
gameplay of Quake Il, so we sat down and 
worked at it until it was done." 

Once you jump onto a server with the Mod, 
your job becomes the acquisition of one of two 
glowing "Ds". Snatching one of these goodies 
tums you into a giant, lumbering, armored 
death machine equipped with dual chainguns or 
rocket launchers (depending on which "D" you 
swipe). The advantages are obvious: heavy 
armor, amphibious capabilities and two very 
large guns. The disadvantages are not so obvi- 
ous: your speed is greatly reduced, you make 
enough noise stomping around to broadcast 
your movements to the entire map, and your 
opponents receive five frags to your one if they 
kill you. 

Still, the thrill of climbing into an armored 
assault vehicle and crushing your opponents like 
ants under your feet makes this Mod a hit, and 
one with room to grow—the Devastation team 
has implemented team play in the latest version. 


Headhunters 

Got a penchant for the gruesome? Ever looked at 
the bloody gibs lying on the floor after you've 
perforated your enemy with the chaingun and 
thought, "now there's a waste of a good head?" 
If you said yes, then check out the Headhunters 
Mod. The idea is simple but unique—frag your 
opponents, pick up their severed, bloody heads 


and deliver them to a blood-spewing altar to 
collect points and please the gods. The more 
heads you bring to an altar at one time, the 
more points you score, progressively. You can | 
even swipe the heads others are carrying after 

you kill them. 

"If it had been nothing more than carrying | 
around heads then it would have been a good 
idea,” explains Charlie “Seedload” Zimmerman, 
the creator of the Mod. “But the scoring system 
is what turned it into a great idea.” With this 
feature, the game becomes a constant tradeoff 
between holding onto the heads or cashing them 
in. "If you only ever cashed in one head at a 
time, you would never win, and if you always 
went for the one giant cash-in win you may also 
never win. So there is a middle ground that you 
have to find based on map and talent and cur- 
rent situation. It is a very tense game." 

Zimmerman, a happily married father of three 
who designs embedded software for a major 
cable electronics company in the "real" world, 
created Headhunters because, well, he could. "I 
took the idea and wrote the Mod specifically so 
that | could play it. After the first version was 
written, me and my coworkers literally spent 
weeks lopping of heads and carting them around 
our work computers before it even occurred to 
me to post the thing on the Internet.” 

Monsto Brukes, who handles the promotion 
and website for Headhunters, explains that the 
Mod is for a different style of player. "I actually 
had a guy tell me 'I don't like Headhunters 
because it's too hard to score frags' which pretty 
much says it all about the people that do play 
[the Mod]." Brukes, who in the real world is a 34- 
year old graphic designer and network tech, 
likes the Mod to a gameshow. "You gotta know 
when to cash in or you could lose everything." 

The premise of scooping up and carting 
around the mortal remains of your friends is 
pretty creepy, a feeling only enhanced by sound 
effects of smacking lips and dripping gore. And 
if all of this sounds appealing to you but you're 
not a deathmatch player, don't worry—the 
Headhunter developers have created a capture- 
the-flag version of the Mod as well. 


The Matrix 

While this Mod could definitely be accused of 
infringing on some intellectual property, The 
Matrix is an ambitious Mod that attempts to take 
all of the great features of the movie and put 
them into Quake Il. “| wanted to make hand to 
hand combat more dominant in a Mod— The 
Matrix was to be a ninja-like Mod,” says Aubrey 
"PainBerry" Hesselgren, a student and part-time 
programmer for Crytek Studios 
(www.crytek.com). "Then | saw the film, and 
every action scene yelled ‘Mod те!" 

Naturally, you get to do all of the smooth and 
suave moves that Keanu Reeves does in the 
movie—run up walls, leap incredible distances 
and convince bullets that they are flying 
through thick molasses. Weapons are also treat- 
ed as they are in the movie; when you run out of 
ammo, you simply throw the gun aside and 
bring out a fresh one (provided you picked up a 
fresh one earlier). 

While running up and alongside walls is 
accomplished by simply running at the walls in 
special ways, most of the other cool tricks are 
done with simple keystrokes. You can't simply 
do these things at will, however—stopping bul- 


lets and changing places with other players a /a 
the agents in the movie cost stamina. Stamina is 
acquired in the same way that you acquire 
health, by picking it up in various places 
around the map. Different effects require differ- 
ent amounts of stamina, and some will require 
so much that you will have to buy an upgrade. 
This system can seem complicated at first, but 
once you start playing it’s not difficult to get a 
handle on it. Soon you too will be flying off the 
walls and spinning through the air. But 
Hesselgren warns that changes are coming. 
“Matrix 1.0 is gonna be very different than the 
beta | released.” 

As Neo would say, “whoa.” 


Thunderdome 2000 

Another potential IP infringer is Thunderdome 
2000, which takes its setting from the Mad Max 
movies of the 1980s. Though it’s currently still 
only in pre-beta form, the Thunderdome 2000 
crew have released the pre-beta version and set 
up a couple of servers for testing. 

Chris “Kramer” Shelton, the 26-year old com- 
puter technician and (in his words) “recovering 
Ultima Online junkie” who created the Mod, says 
it all started when he decided to prove to a 
friend how easy it was to work with the Quake II 
source code. "I coded a quick hack that ran- 
domly shifted the gravity in a deathmatch 
game," he says, "and when testing it we noticed 
that fighting with those conditions made us feel 
like we were on the bungie cords in Mad Max 
Beyond Thunderdome." At this point, they 
decided to fashion a complete Mod that com- 
bined the round-based, elimination teamplay 
from Action Quake II with their low-gravity 
Thunderdome-style finale. 

Naturally, the weapons come from the 
movie—you're equipped with a wrist crossbow 
that fires standard bolts, but if you hunt around 
the map you're likely to find a stash of explo- 


| 
| 


Sive-tipped ammo. Other weapons include a 
sawed-off shotgun, a large crossbow, and an 
explosive projectile launcher that resembles the 
standard Quake II grenade launcher with a few 
nice amenities. 


with niceties like WD-40 (makes your crossbow 
quieter), adhesive (projectiles stick to walls, 
players and everything else), pipe bombs (which 
you can detonate at will) and bear traps that 
hold your opponent in place and do damage 
until they're able to extricate themselves. There 
are no health packs, but you have the ability to 
bandage yourself or use small stimpacks that 
will temporarily clot your blood: The developers 
boast more to come as well, such as an in-game 
bazaar from which to buy items and weapons, 
tattoos (something the documentation describes 
as "unique abilities and modifiers"), and a very 
Thunderdome-like finale for the top two players 
left in a round. 


sawed-off shotgun and your scruffy German 
shepherd for companionship, exacting your own 
brand of justice against those who've wronged 
you. Or open your eyes to the truth of your 
enslaved mind and learn to bend the laws of 


Thunderdome 2000 also provides players 


So roam the wastelands with only your 
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your environment, running from your captors 
and trying to free the minds of your fellow 
humans. And do it all from the comfort of your 
own game of Quake Il. 


The Myth of Mod-making 

While many strategy and wargames over the 
years have allowed players to create their own 
scenarios, or even string together multiple sce- 
narios into a campaign, few have provided tools 
to allow users to essentially re-make the game. 
When Bungie Software released their Myth II 
editing tools (Fear and Loathing) to the public 


upon the game's release, you have to wonder if 
they expected such a deluge. The initial flood of 
user-created maps has burgeoned into the 
release of completely new modifications. Some 
players are putting tremendous effort into 
extending the shelf life of an already engrossing 
game. Myth II Mods often create a new game 
which uses the basic engine but not much else, 
introducing new units, sounds, maps, script- 
ing—even new themes. More Mods, set in such 
varied environments as Star Trek, the Civil War, 
Warhammer 40K and Bungie's own first-person 
shooter Marathon are under construction by fans 
of the game. 


INTELLECTUAL PROPERTY 


AND MODS 


Keeping the lawyers at bay by avoiding infringement 


Gabe Newell of Valve Software: "Mod authors. 
should not be infringing on other people's copy- 
rights or intellectual property." 


efore you start turning your 
favorite movie or TV show into a 
Mod, you might want to think 


again: your enthusiasm could lead to trouble 
with the law, regardless of whether or not you 
stand to profit from your work. 

Intellectual Property is a broad term that 
generally refers to the various legal protec- 
tions afforded created works. The main 
aspects of IP laws deal with copyrights, which 
protect original “works of authorship”, 
patents and trademarks, and trade secret law. 
Copyright protects the “expression” of a work, 
but not the idea; Mark L. “Major Trips” Ferrell, 
author of the Chaos DM Mod, says Mod authors 
have themselves have fought over IP issues, 
claiming rights to certain types of game or 
weapons. However, it could be argued that 
“Capture the Flag” is merely an idea; someone 
could copyright the name and their actual 
implementation, but not the overall concept. 

But the biggest issue with copyrights and IP 
is basing Mods on things that exist in other 
media, in particular movies. Chris “Kramer” 
Shelton, of the Thunderdome 2000 Mod team, 
says they are being very careful. “You won't 
see much mention of the movies, the charac- 
ters or other copyrighted materials from us.” 
The main Matrix man, Aubrey "Painberry" 


Sverre Kvernmo of Third Law Interactive: "[Being 
Fox-ed] sucks big-time for the Modder, who 99% of 
the time is trying to pay tribute.” 


Hesselgren, says they’re trying to stay low 
profile because of a fear of lawyers. He’s quite 
cognizant of some of the issues of copyright. 
"As a rule we won't use anything copyright- 
ed, graphics, sound clips etc." He says the 
film simply sums up best what to expect from 
the Mod, but "at the very first scare of a law- 
suit, we can change the name to the 'Running 
up Walls’ Mod and be pretty safe.” 

"Lawyers don't scare us, or anyone (I think) 
who does mods," says J.T. “Wyvern” Dahl, a 14- 
year old student who's doing some peripheral 
work on the Matrix Mod. "We aren't selling any- 
thing, so we aren't benefiting at their expense." 

"It's sad that the companies that pursue IP 
violations don’t see the Mods for what they 
truly are, tributes," says Shelton. 

LucasArts and Lucasfilm, would disagree. 
"You have creative people who create a high- 
quality brand and consistent storyline,” 
explains Jeremy Salesin, Director of Business 
Affairs for LucasArts, “and then someone else 
steals it and puts it in another context.” It’s 
the issue of theft that’s the root of the prob- 
lem, and copyright laws exist to protect com- 
panies and individuals. 

Salesin says LucasArts is quite serious about 
keeping people from using their properties in 
other products, and all divisions of Lucas have 


Assassin 

Created by J. Charles "Deathwhore" Holt, a free- 
lance designer and self-publisher of The Myth II 
Handbook (www.myth2handbook.com), 

Assassin was originally part of a commercial 
Total Conversion for Myth II called Daimyo. 
According to Holt, a disagreement with the pub- 
lisher kept it from becoming a reality, but he 
was able to get permission to release some of the 
work to the public. 

This single-player Mod gives you one unit 
and pits you against a castle full of enemies. 
Armed with a knife and a handful of throwing 
stars, your Ninja must infiltrate a powerful army 


active anti-piracy divisions that scour the 
Internet looking for unauthorized products. 
"We look at individual cases, and we're out 
there policing them." These include obvious 
candidates, like Star Wars-based Mods, or 
even something as seemingly innocuous as a 
Star Wars skin for Quake. 

There's also precedence for Mods being shut 
down. 20^ Century Fox had an Aliens Mod for 
Quake shut down, leading to a new verb for 
the Mod community: “fox,” to have your Mod 
shut down for copyright or general IP viola- 
tions. (“Dude, | can't believe those suits foxed 
that Aliens Mod.”) Sverre Kvernmo, Lead Level 
Designer for Third Law Interactive's KISS 
Psycho Circus: The Nightmare Child was 
involved in the early design work on that par- 
ticular Mod, and despite having moved on, 
was still hurt when the news broke. However, 
he's seen it from the other side of the coin. 
After Third Law paid for the Psycho Circus 
license, they found out there was an Unreal 
Mod in development using the same source 
material. "They were good enough to drop it 
when we contacted them," he says. 

“Mod authors should not be infringing on 
other people's copyrights or intellectual prop- 
erty,” says Gabe Newell, founder and 
Managing Director of Half-Life creator Valve 
Software. "As a creative person, it's the lazy 
way out." Besides, as Newell says it's a lot 
more gratifying, albeit more challenging, to 
create your own characters and concepts. 
"Personally, I'd much rather be building the 
new and original game than leeching off of 
somebody else.” And he offers this advice for 
any enterprising Mod author interested in cre- 
ating a work based on an existing propery— 
call the people and see if you can’t work 
something out. “If you do professional work, 
you may find out that the copyright holders 
are actually pretty interested in finding new 
ways of delivering their content to cus- 
tomers.” m 

Intellectual Property Primer FAQ 
www.eff.org/pub/CAF/law/ip-primer 
Copyright and Fair Use Law 


http://fairuse.stanford.edu/ 
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and take out its leader. You clearly can't use 
muscle so much as stealth, and the map rewards 
he who stays in the shadows and observes the 
patrol patterns of enemy guards. Once spotted, 
the Ninja will find himself surrounded by dozens 
of guards; although he is nimble, the guards 
include musketeers, and his feet cannot outrun 
bullets. Consequently, Assassin is an exercise in 
patience, and once beaten, offers little by way 
of replayability. 

The environment is so nicely crafted, howev- 
er, that this Mod is well worth your time. From 
pagodas and huts come the sounds of chanting 
and bells, and the gong that sounds when you 
are spotted will bring a chill to your heart. An 
occasional lightning bolt zapping the ground 
near the Ninja will keep your attention from 
wandering when you stop to admire the won- 
derful architecture crafted for this Asian world. 


Leggo My Myth 

Yes, that's “Leggo,” and in the spirit of trying not 
to offend some major world toymaker, we won't 
point out the main influence for this Mod. Just 
wait until you hear the plastic-y clicking sounds 
that the little Leggo swordsmen produce in battle. 
And remember the big sheets of blue or green 
upon which you built your Lego (oops), erm, 
"Leggo" towns? Leggo's lone multiplayer map 
builds upon that foundation to create a vibrantly 
colored environment that looks like heaven—until 
the first scorched pieces start flying. 

This Mod was hugely popular upon its release, 
but it is tougher to find a game of it these days. 
Like Wild West, it lacks the sheer diversity of 
Titans, as it can only be played on the given bat- 
tlefield. Among its selling points, however, are its 
variety of units, the most impressive of which are 
а slow-moving dirgible that hovers farther from 
the battlefield than any modified unit to date, 
dropping bombs onto unsuspecting armies, and 
a wizard, whose special attack is devastating but 
takes a while to master. The units were designed 
with tongue in cheek, as evidenced by the taunt 
of the crossbowmen ("Y-M-C-A”). 


Wild West 

Randall “Frigidman” Shaw, web designer and 
"post-grad old fart” (his own description), just 
decided to do... something with the tools Bungie 
released with Myth Il. But why the wild west? 
"No one had even touched that era yet, so | felt 
it was a good spot to settle down in and do 
something with,” he says. “It turned out fairly 
good too, so | was happy.” 

Indeed, this is one of the only Mod fans have 
rated higher than World War II: Titans. Wild West 
includes one single-player mission and one mul- 
tiplayer map with multiple meshes. Modified 
units include the Outlaw, who fires a slow load- 
ing shotgun and hurls explosives; the Ringer, 
who wields a six-shooter; and Doc, who heals the 
posse. When long lines of these gunmen meet 
the foe, the resulting chaos indeed resembles a 
knockdown fight in the Old West, complete with 
gun smoke, caterwauling, cheers, and the grunts 
of the injured. 

Almost every unit is equipped with a gun, so 
battles are usually fought from a distance. Gone 
are the close melee encounters that are a hall- 
mark of every ordinary Myth battle. Bullets trav- 
el quickly, making it difficult to send your men 
scurrying for cover once they come under fire. 
While Titans requires more maneuvering, Wild 


The most impressive Myth building yet (see ninja for scale). 


been spotted. 


On everyone's Christmas list last year... 
blood and guts. 


West emphasizes strength in numbers, standing 
ground rather than retreat. 

The single-player mission, called "Town of 
Hog Waller," pits you as Wyatt Earp (and his 
pals) against a cold killer whose henchmen occu- 
py à little town (the map doubles as the multi- 
player battlefield). The two-minute-long verbal 
sparring between Earp and the killer which opens 
the mission is entertaining the first time but an 
impediment if you intend to play the mission 
multiple times. Apart from a few patrols, the ene- 
mies sit and wait for you to confront them. These 
scripting issues make this Wild West single-play- 
er mission feel a bit tacked on. 

As a multiplayer game though, it shines. There 
are plenty of houses, shops, fences and dusty 
roads to give the place the appropriately Western 
feel. The units themselves can take far more 
damage than real humans could, walking like 
cowboy Terminators into withering point-blank 
gunfire—but this toughness allows special abili- 
ties to come into play, like the tossing of dyna- 
mite or flaming lanterns into grouped enemies. 


World War Il: Titans 

By a big margin, Titans is the most popular Mod 
played on Bungie’s online service bungie.net. 
The sequel to the well-received World War Il: 


The Leggo mod emphasizes humor over 


Recon, it moves the game from an age of arrows 
and magic to one of tanks and rocket-propelled 
grenades. It’s the most thorough Myth Mod to 
date; not only does it come with its own multi- 
player map, it converts all of Bungie’s multi- 
and single-player maps to Titans’ standards. 

Each map typically can be played with a vari- 
ety of unit set-ups, called “meshes” by the map 
makers. The Titans multiplayer map includes a 
great variety of meshes, featuring traditional 
Myth games like Territories, Body Count and Steal 
the Bacon, with armies ranging from a single tank 
all the way to several tanks and several dozen sol- 
diers. In free-for-all mode, the map is large 
enough to support fifteen starting positions. 
Fifteen armies peppering neighbors with auto- 
matic weapons, lobbing grenades, and launching 
rockets—stir, bake at 350, eat while warm. 

Titans is not a realistic game; the battlefield is 
littered with items like flak jackets and 
flamethrowers, bullets and tank shells fly quickly 
but visibly, and it always takes multiple hits to 
bring down an enemy soldier. However, reduced 
to a single soldier, you can still easily find plea- 
sure in playing the part of guerrilla, dodging 
from tree to tree, taking an occasional hit and 
then retreating to a stash of medkits. Sending 
your soldier across the open field while a line of 
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Can't ride them horses, but they shore blow up purty. 


there dynamite. 


enemies atop a hill pick away at him will have 
you shouting like a sergeant. 

But the best thing about the Mod is its con- 
version of normal Myth maps. By simply putting 
the Titans unit pack into "plugins," you can re- 
enjoy all of the multiplayer maps and dodge 
tank shells instead of myrkridian giant skulls. 
Furthermore, Titans provides brand new fun in 
the single-player campaign. The units in the 
light and dark armies are not simply replaced by 
Titans units; rather, each army as a whole is 
replaced, complete with new scripting for the 
computer-controlled armies. 

New maps, modeled after such locations as 
Vietnam and Tokyo, have begun popping up as 
well, created by fans of the Mod. 


Modify Your Dungeon 

One large and popular genre has pretty-much 
missed the trend toward end-user modifications. 
Though many excellent role-playing games have 
come out in the last few years, very few of them 
have had editors, and none have really caught 
on in the way that, say, Quake or Myth Mods 


FURTHER READING 


Deathwhore teaches you Fear and Loathing 


II, you might want to check out J. Charles “Deathwhore” Holt's The 


Boys, ya'll want to be avoiding that 


have. Yet, there is one role-playing game system 
with a scenario editor that allows the creation of 
fairly elaborate adventures which can then be 
shared with friends and the world at large. 


Blades of Exile 
Blades of Exile is a shareware game, released in late 
1997, with a powerful and fully-functional scenario 
editor. Being a low-budget sort of project, it has а 
lat, 2-D world, mediocre graphics and lacks the 
sort of sophistication that is commonplace in 
shrink-wrapped products. However, its being built 
around a scenario editor has earned it a small but 
ighly loyal following. 

Though the editor's features aren't powerful 
enough to allow total conversions, and it doesn’t 
have a true scripting language, it can be used to 
make very complicated and densely plotted 
quests, with a wide variety of special encounters 
and dialogue. It is also possible to include custom- 
made icons, giving one’s scenario a customized 
look. Of course, as novice scenario makers in many 
genres have found, coming up with nice-looking 
graphics is much harder than it looks. 

Blades of Exile comes with three 


'ou're interested in creating your own maps and scenarios for M, 
р g y р: 


Myth Il Handbook, a guide that includes full tutorials for Fear апа 
Loathing, the editors that ship with the game. It's about 80 pages of good- 
ness that defines all of the terminology used in the land of Myth. The book is 
also a complete strategy guide, giving you a complete walkthrough of the single-player game as 
well as offering tips for multiplayer. 

It also comes with a CD-ROM that features utilities and editors for creating your own maps, 
some textures, movies and loads of other strange stuff. The CD is for both Windows and the 
Macintosh, and not all of the utilities are for both platforms, so you've been warned, 

Face it—you've always wanted to own a book by someone named "Deathwhore." Here's your 
chance. Visit www.myth2handbook for more information than you can shake a Ghol at. m 


scenarios, all created by the author using the 
editor. (And only the editor. No cheating.) These 
adventures, in addition to being very varied, 
provide a host of examples for fledgling scenario 
designers. When your party of adventurers fin- 
ishes one scenario, you can then send them on 
another. 

In the two years the game has been out, there 
have been an amazing variety of user-created 
scenarios. There have been quickie adventures 
and major epics, displaying remarkable variety 
and ingenuity. All of the dozens of scenarios are 
free to registered users, and all of them are 
cross-platform, working on both Macintosh and 
Windows versions of the game). 

For example, there is the Spheres trilogy, by 
Brett Bixler, a fascinating three-part epic which 
takes place in a country which floats on clouds. 
In this world, music is magical and certain songs 
can have powerful magical effects. "I've had this 
story in my head for years," says Bixler, a thirty- 
something professional working in educational 
technology. "Along comes Blades of Exile and 
wham! | now have the power to do so!" 

One of the most popular scenarios, 
Tatterdemalion (by Tarl Kudrick), the winner of 
the Blades of Exile Scenario Design contest, is a 
wild reworking of the basic fantasy role-playing 
game. It is designed to be played by a complete- 
ly new party and splits entirely into three plots, 
depending on whether the player wanted to fol- 
low the path of a magician, priest or warrior. The 
novices are generously outfitted depending on 
which path they choose, and then they must go 
on a remarkably huge and detailed quest. 

One scenario only took place inside of a huge 
town. Some have been high fantasy, others filled 
with very low humor. One scenario, Amazonian 
Saga, has graphics strongly influenced by Anime, 
the popular Japanese form of cartoon. Another, 
Trouble in Mendor, has no outdoor exploration. 
Instead, it takes place entirely in several cities, 
each filled with plotting and intrigue. Some, like 
Truffle Days and Farmhands Save the Day!!! are 
humorous, which others, like Rubacus, are filled 
with mystery and intrigue. Some scenarios, like 
Erika's Legacy, take stories from the earlier Exile 
games and expand on them, retelling the older 
stories in new ways. Others, like /slands of the 
Wheel, tell completely new stories in the makers’ 
own worlds. And some scenarios, like Treacherous 
Waters and The Wreck of the Slug, have pirates. 
Nothing wrong with that. 

Of course, there have also been many scenarios 
which were, well, just bad. A scenario editor gives 
users the opportunity to make some of the same 
mistakes software companies do. In many ways, a 
game scenario is a computer program. And, like 


À all programs, scenarios often have bugs. And, 


sometimes, the authors don’t bother to put their 
work through a long run of playtesting before 
release. When this happens, novice authors get 
to learn just how easy it is to deliver a flawed 
product, and how much angry and complaining 
E-mail they can earn for their efforts. 

Similarly, just as role-playing games are often 
shipped early and missing vital components, so 
too do people writing adventures in their spare 
time sometimes realize that they've taken on too 
big a job. When this happens, scenarios are 
released with stories that are cut short (better) or 
simply incomplete (far, far worse). 

These are understandable mistakes. 
However, buggy and unfinished scenarios are 
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I dunno Sarge, | guess I'd just plain run. 


rapidly removed from the Blades of Exile offi- 
cial web site. 


The future 

It is a pity that there are so few fantasy role- 
playing games with editors, because this genre 
has several unique rewards and challenges 
absent in other types of games. One of the most 
valuable lessons people learn from trying to 
design their own role-playing games is how dif- 
ficult it really is. Every speaking character takes 
a good chunk of time to develop. The mere act 
of typing out the words can seem to take forev- 
er, and there are no shortcuts. 

Writing a role-playing scenario is one of the 
most underestimated tasks in the computer 
gaming world. To create an adventure is not 
merely to create a world to wander through and 
populate it with monsters; you also need to 
develop a plot and flesh it out. You must create 
characters and make them speak and write or in 
some other way create descriptions of encoun- 
ters, and it is necessary to give flavor and detail 
to the areas the player explores. Writing a fanta- 
sy adventure is like creating a Myth II level and 
writing a novel at the same time. 


Edit an Item Type 


Item Full Name: 


Item: picture: 


Item type: 


Item level: (0 - 50) 
Awkwardness: [0-20] 
Bonus: [0-10] 
Protection: [-10 - 20] 
Charges: [0-100] 


Create your own items, Then carry them from adventure to adventure. 


cial encounter. 


Can you spot the enemy soldier in the Vietnam map? 


Many people try to write computer role-play- 
ing games. The web is littered with the web sites 
for announced ambitious shareware projects that 
ran out of steam and never see the light of day. 
The explanation is often simple: the engine is 
easy. The scenario is hard. By the time people 
finish their amazing engines, they've run out of 
steam, and their real job is only just beginning. 

Editors like Blades of Exile give gamers the 
chance to see what is involved in creating a role- 
playing game before they sink themselves into 
the task full-time. And, in the process, they get 
to bring their own fantasy to life and share it 
with the world. 


Alternatives 

Blades of Exile is not, of course, the only role- 
playing game out there which lets the user craft 
his or her own adventures. There is, for example, 
Dink Smallwood, a game similar to the earlier 
Legend of Zeldas. With the game, users can cre- 
ate their own adventures. These files, called 
DMODs, are written using an elegant scripting 
language. It's an impressive tool. It can create 
adventures, total conversions or even arcade 
games. Definitely worth a look, especially since 


Adventuring! You аге on the road at last, vagabonds, 
travelers. looking for 


anything to say about 


Even better. the Empire hired you immediately. giving you 
а special mission. You are to go to Skylark Vale, and 
investigate a minor plague or disaster or some othe: 


usly low priority. 
vl probably be 
ur first job, no doubt 


woul 
wrapped up in a week. Still 
the first of many! 


You have just arrived at Fort Talrus, an Empire outpost оп 
the lip of Skylark Vale. ‘Your orders are to speak with. 
‚Commander Terrance, descend into the Vale to find out 
what the problem is, and deal with it. 


You've just stayed the night in your room at the fort. and 


have had a good night's sleep and a good meal. Time to 
40 out and be hero: 


A programmed spe- 


Sometimes a sword is the way to go. 


Dink recently became freeware. 

A discussion about fantasy role-playing 
games with editors also wouldn’t be complete 
without mentioning BioWare’s upcoming 
Neverwinter Nights. Supposedly, this exciting 
game will provide a chance for aspiring dun- 
geon masters to easily create a detailed, highly 
atmospheric 3-D environment, populate it with 
beasties and set up a server so that groups can 
explore his or her creation. Even better, the cre- 
ator (or group of creators) will be able to step in 
and take control of characters or monsters, 
adding some human intelligence to the mix. 

And, for people who don’t mind playing an 
old-style game, there will always be Blades of 
Exile, which provides a rich world and a large 
clan of fanatical co-designers. Just remember... 
it doesn't have to matter how flashy the graphics 
are and how realistic the spraying blood is. Im 
role-playing games, there's no substitute for 
good writing. m 


WHERE GT EINES Maps 


BLADES OF EXILE 
www.spidweb.com/blades/scen_list.html 


THE MILL 
http://mill.bungie.org 


PLANETQUAKE 
http://www.planetquake.com 


TELEFRAGGED 
http://www.telefragged.com 


ACTION QUAKE II 
http://action.telefragged.com 


ACTION HALF-LIFE 
http://ahl.action-web.net/ 


CHAOS DM 
www.planetquake.com/chaotic 


DINK SMALLWOOD 
www.rtsoft.com/dink/pages/home.htm 


HEADHUNTERS 
www.planetquake.com/headhunters 


THE MATRIX 
www.planetquake.com/kickme/matrix 


THUNDERDOME 2000 
www.planetquake.com/td2k 


WILD WEST 
http://mill.bungie.org/wildwest/ 
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A Million Opponents 


10 Six lets you pay a little visit to the 
crowded world of Visitor 


By Benjamin E. Sones 


ooking for a cozy little game to play with 999,999 of your closest friends? 


SegaSoft is banking on it with 70 Six, a real-time action/strategy title slated 


(то go live sometime this winter on Heat.net. So what exactly is it? Think 


“massively multiplayer Battlezone” and you're on the right track. An alien planetoid 


dubbed “Visitor” has entered our solar system, and apparently is here to stay. 


Scientists announce that Visitor is rich with a fictional energy source called Transium, 


and thus begins the largest land rush since gold was discovered in California. 


lage your neighbors for a little extra profit (this 
is where the first-person action kicks in). To 
ensure that new players have enough time to 
familiarize themselves with the game and get am 
adequate camp running, you are safe from 
enemy attack as long as long as you stay on 
your land. Once you build a Teleport Matrix and 
attack an enemy (i.e. not of your corporation) 
camp, your newbie defenses permanently disap- 
pear and you are fare game for other players. 
Even the most dedicated player won't be 
online 24 hours a day, and even the best base 
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Well... larger, actually. Visitor is divided into 
1,000,000 individual plots of land that are 
available for the taking. Of course Heat.net 
won't support that many simultaneous users 
(1,000,000 people can own land in the game, 
but they can’t all play at once), and even 
immensely popular online games such as 
EverQuest and Ultima Online weigh in beneath 
the 200,000 subscribers mark. But it’s an 
impressive number nonetheless. 

After you log on and choose a plot of land, 
you will need to build your mining camp. Your 
camp centers on your Nerve Center, which is 
generally the first structure to be built. You can 
enter your Nerve Center to get an overhead 
bird’s eye view of your camp, and this is gener- 
ally the best mode to do all of your construction 
from. Building things—whether they be struc- 
tures or vehicles or weapons or equipment—is 
based on a quirky concept called “Jitters.” In the 
context of the game fiction, Jitters are silicon- 
based life forms coded to construct specific 
objects. Mechanically they are a bit like elec- 
tronic trading cards—everything you build starts 
out as a Jitter, and you can buy them, win them, 


or trade them with other players. SegaSoft is 
playing up the collectible angle, and plans to 
release new Jitter Booster Packs once the game is 
live, some of them in limited editions. You won't 
need Booster Packs immediately, however, since 
you begin the game with enough Jitters to 
establish a basic camp. 

Transium is required to convert Jitters into 
the objects they represent, so if you plan on 
building anything you will need to mine some. 
Once you have a steady supply going, you can 
plop down other structures such as Rover Yards 
and Research Centers, as well as static defenses 
for you camp. The world of 10 Six continues 
even when you aren't logged on, so fortifying 
your camp is an essential element of play. Once 
you have a Rover Yard you can build some 
vehicles, which you can then assign to patrol an 
area or defend a specific structure. Upgrades 
for vehicles (as well as weapons and armor for 
your personal "Avatar") can be constructed at 
Weapon and Armor plants, provided you have 
the necessary Jitters. 

You can spend all your time in your own 
base, or you can expand your horizons and pil- 


defenses can potentially be foiled in your 
absence, so if you want to survive you are 
going to have to make some friends. The game 
provides a mechanic for doing so—Mutual 
Defense Networks are groups of friendly and 
like-minded players dedicated to watching 
each other's backs. Members of a Mutual 
Defense Network are notified whenever another 
member's base is under attack, so if even one 
member of the Network is online, they can opt 
to take defensive measures. 

It's an interesting mechanic, and it may help 
to chip away at the stumbling block that any 
competitive persistent world game faces—play- 
ers who spend all their time online have a decid- 
ed advantage over the casual gamer. SegaSoft 
will need a few casual gamers to fill their ambi- 
tious 1,000,000 player roster; we will be sure to 
let you know how successful they are when 
10 Six goes live later this winter. s 
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Now you 
have the 
POWER to 
SUPER-size! 


Jump to the next level 
of computer gaming. 


Take Computer Games magazine 
(already a great value) 

and SUPER-size it to the BONUS EDITION 
with 96 PAGES MORE in each issue: 


from hard- 
mers 


r games with more tips and cheats 


ing worlds with special feature articles 


-Size to the BONUS EDITION for just $1 per issue remaining on 


your current subscription. 


Call toll-free 1-800-283-3542 or 760-745-2809 or FAX 760-745-7200 and 
use your credit card to start getting all the BONUS EDITION issues right away. 


Or, fill out the attached card and mail it to extend your subscription with 12 issues of the SUPER-sized 
BONUS edition for just $19.99 (US). We'll gladly bill you later. 


12-issue BONUS edition prices: 


ERTEILEN $19.99 
Canada ^. o... $31.99 
оре a: $43.99 


Non-US orders must include payment with order. 
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FREQUENTLY ASKED QUESTIONS 


an, do I love hardware wars. Sure, my computer gets obsolete as fast 


as everyone else's, and it's annoying to see something faster, small- 


er, and cheaper on sale just a few short months after | shell out my 


hard-earned cash to get back on the leading edge. | still love these 


intense fights hardware manufacturers get into, though. Video card companies 


are trying to produce the most impressive technologies possible to steal all the 


headlines and win the hearts of gamers. The battle between NVIDIA, Matrox, 


ATI, 3dfx, and $3 is steep and really does noth- 
ing but benefit the consumer. Our video cards 
may double in speed every 6-8 months and we 
might have to shell out $250 at least once a year 
to play the latest games, but it's a small price to 
pay for quality good on the cheap. Let's face it, 
the technology behind those $250 video cards is 
a steal at that price, especially when you get 
32MB or more of high-speed RAM to go along 
with it.Of the five major players in the video card 
race, only one technology can be the fastest, 
and there are usually only two technologies at 
any time that really have the features and per- 
formance to be top contenders. The other three 
have to rely on a discounted price to increase 
sales, which naturally drives down the price of 
all competing products. The idea of getting a 
chip with more transistors than a Pentium III 
along with 32MB of 166MHz RAM on a video card 
for less than $300 is really pretty amazing. But 
the seesaw battle of video card companies fluc- 
tuates wildly from season to season and isn't my 
favorite rivalry. My favorite is the AMD vs. Intel 
heavyweight fight, the battle of the MHz (mega- 
hertz) giants. 
Intel has a ton of money and lots of manufac- 
turing capacity. It has great engineers and lots 
of marketing muscle. It’s no wonder Intel sells 
most of the chips that power our PCs. AMD is 
smaller, but it’s putting up quite a fight on the 
technology front. The Athlon processor has met 
with almost universal acclaim and, megahertz 
for megahertz, has been shown to be faster than 
Intel's Pentium Ill. Most users don't know or 
understand about processors being faster 


despite having a similar (or lower) MHz rating, 
so it's important to ship processors that lead the 
MHz race as well. Lately, AMD has been good 
about this, constantly leapfrogging Intel’s 
fastest offering. Perhaps my favorite thing 
about this whole AMD vs. Intel fight is how AMD 
is winning over developers and small hardware 
vendors with better support. I've heard stories 
from numerous small vendors and distributors, 
as well as from quite a few game developers, 
about how AMD's people bend over backwards 
to make sure suppliers have access to their latest 
chips and developers get the help they need to 
optimize for the Athlon. They send out systems, 
they send out software engineers, they jump to 
provide tech support. Time and again | hear this, 
but when | ask about Intel, | often hear that they 
just don't seem to care. Sure, there are big ven- 
dors and developers who have great relation- 
ships with Intel, but many of the little guys tell a 
different story. If the battle between the two big 
chip vendors means that they get more support 
and attention, then I'm all for it. Speaking from 
personal experience, AMD is delighted to work 
with us and get us product to review, while Intel 
apparently hasn't yet found us worthy of their 
support. If you see more coverage devoted to 
the Athlon in these pages, it's not because we're 
biased—we'd be delighted to cover everyone 
equally. But AMD cares enough to work with us, 
and Intel doesn't (I'll be watching my mailbox 
for the nasty-gram from Intel about that state- 
ment, that's for sure). 

Don't get too excited over a few extra mega- 
hertz, though. It's important to realize that, as 


PSU CEU by Jason Cross 


processors increase in speed, those MHz increases 
represent a smaller percentage of performance 
gain over previous chips. When the 400 MHz 
Pentium II was released, it was a third faster than 
the 300 MHz model. 100 MHz was a really big 
deal. Now we're approaching 800 MHz, which is 
only around 15% faster than 700MHz. When we hit 
the big one-gigahertz (1,000 MHz), a 100 MHz 
jump in speed will only be 10%. It's time to stop 
paying so much attention to "who has the highest 
megahertz" and see which chips run applications 
faster. All | know is, the computer we'll buy for 
$1800 at the end of 2001 and the games we'll play 
on them will be utterly astounding to us now, and 
it's all due to hardware companies constantly 
struggling with each other. 


9: 1 have a normal 52X CD-ROM. It seems that 
every time I buy one it either makes a lot of 
noise, when reading a CD, or its performance is 
sporadic. Would a True 52X speed CD-ROM be 
quieter and fix my problems? 

Jeremy 


A: Well, it's pretty hard to wade through the 
reams of marketing rhetoric when buying com- 
puter hardware, and CD-ROMs are no exception. 
Typically when a drive claims "52X" or some 
other kind of performance, that is the calcula- 
tion of its peak throughput under the most ideal 
conditions with the world's most perfect disc. 
Real-world performance is often a different 
story. "True 52X" generally means that the drive 
delivers real-world throughput of that speed, 
and this is generally done by reading several 
tracks at once and spinning the disc slower, 
rather than reading one track and spinning the 
disc really fast. It's still a marketing term, 
though, so the best way to find out what you're 
buying is to search the web and general com- 
puter magazines that specialize in reviews of 
storage devices. Do a little homework before you 
break out your credit card. 

Noise is a factor of several things, including the 
speed at which the CD-ROM spins the disc, the tol- 
erances of the intemal components, the overall 
construction of the drive, and how it is mounted in 
your case. It can vary widely from drive to drive, 
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and the actual speed (52X, 32X, 40X, etc.) doesn't 
necessarily have all that much to do with it. 


Is the V2 2000 Voodoo? card essentially the 
same card as STB Black Magic 3D? | would like 
to know because | was thinking of hooking it 
up in SLI? 

Micheal H. 


While they're technically virtually identical, 
hooking up two different brand-name Voodoo2 
cards in SLI isn't supported. You need two of the 
same brand. This is a limitation built into the dri- 
vers on purpose—it’s a technical support issue. If 
there was a problem with your SLI rig, how do the 
companies know which card is at fault and who 
should be responsible for the tech support? 


: I recently bought a Creative GeForce video 
card and the tech (Best Buy) told me not to run it 
with my Voodoo2 SLI setup. He told me it would 
cause conflicts. Is this accurate? 

Skip C. 


We've heard absolutely no such reports. You 
should be just fine with both the GeForce and 
both Voodoo? cards in your system, though you 
really won't need those Voodoo2 cards for much 
anymore. For the rare game that requires Glide or 
only runs well in Glide, you might need them, 
but odds are good that you'll get better perfor- 
mance and image quality using the GeForce for 
just about every game you buy. | would go 
ahead and leave the Voodoo? cards in your sys- 
tem, and if you have any problems or discover 
you just don't use them anymore, remove them. 


I currently have a Diamond Viper TNT2-Ulta 
32MB AGP video card. Overall I’ve been very 
impressed with this card. However a number of 
games coming up seem to still be geared 
towards Glide, hence 3dfx. | don’t want to give 
up my TNT2 card due to it’s 32bit rendering. Is it 
possible (and practical) to have а Voodoo3 card 
co-exist in my system with my TNT2? 

Ed C. 


Not really, no. While it's possible under 
Windows98 to run two video cards at once, 
you'll run into no end of hassle with games try- 
ing to decide whether to use the Voodoo3 or 
TNT2. Your best bet, if you just want to play 
the occasional game that only runs well under 
Glide, is to get a Voodoo2 and use it only for 
those games. While quite a few upcoming 
games have support for Glide, there really 
aren't many that play so much better under 
Glide that it's worth spending a lot of money to 
get a new video card just to play them. 


I currently have a Viper v770 ultra. | want 
something for 3dfx-only programs. Do I have to 
use а Voodoo2 based card or can I do a similar 
pass through with a Voodoo3 2000 PCI? 

Nick 0. 


The original Voodoo Graphics and the 
Voodoo? were the only 3D-only products that 
work in conjunction with an existing video card. 
Every other card from 3dfx (Banshee, every vari- 
ety of Voodoo3) and from other vendors is both 
a 2D and 3D card, and will not work with your 
existing video card via pass-through cable. 
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You've got to either replace your Viper V770 
Ultra with a Voodoo3 or buy a Voodoo2. 


What is the performance or speed difference 
between Pentium 600 and Pentium 733 with 
same options? 

John J. 


Both machines are Pentium III processors, as 
neither Celeron nor Pentium II processors are 
made at that speed yet. The 600 MHz chip 
could possibly be one of the newer 
"Coppermine" Pentium III chips, but even if it's 
not, there's not a lot of performance difference 
between those and the older Pentium Ills. The 
733MHz Pentium III is about 22% faster than the 
600MHz one, but processor speed isn't every- 
thing. The speed difference between the two. 
machines depends mostly on the other compo- 
nents, bus speed, and what the “weakest link" 
in your system is. 

If both machines have a slow hard drive, 
then normal windows operations aren't going 
to be much faster on the 733. If you don't have 
à high-end video card, games won't be much 
faster either. Even if all the other components 
in the system are top-of-the-line, it depends 
on what application you're running. If the 
application puts the greatest strain on proces- 
sor speed, the 733 could potentially be up to 
22% faster. If the application stresses video 
Speed, hard drive speed, RAM, or some other 
factor, the difference would probably be less. 
A good general estimate would be to say that 
the 733 would be around 10-15% faster in most 
of today's applications. m 


Rage Fury MAXX 


INTERVIEW WITH 
ATI RAGE FURY 
MAXX PRODUCT 
MANAGER 


We posed a few ques- 
tions of Nympha Lee, 
ATI's Product Manager 
for the Rage Fury MAXX. 


Nympha Lee 


CG: How much life is left in the Rage 128 Pro archi- 
tecture? Is this pretty much the last new product 
we'll see that uses it, and after this we'll be on to 
the next chip? 


Lee: I have to be a little careful in what I sa 
terms of the Rage 128 Pro, we’re still seeing life in it, 
it's still a strong product, and we still get good 
demand for it and good yields. You may see other 
configurations with the Rage 128 Pro, but at this 
point in time | can’t say much more than that. 


CG: Could the AFR multiple chip technology you've 
developed for the MAXX be used with any future 
ATI chip? 


Lee: Yes. We've purposely designed the whole mul- 
tiple-ASIC technology and the AFR rendering imple- 
mentation to where we can just stick our next gen- 
eration chip on the card and it will work. Going for- 
ward, we can take this technology and use it to our 
advantage in the next generation of chips. 


CG: So there's basically no RED involved in using 
this with a future chip. Just stick it on the card, 
tweak the drivers, and you're ready to go. 


Lee: Right, and we're continually optimizing it and 
making sure all the features work. So yes, definitely 
this technology can be taken to a future product. 


Two chips for twice the speed, but will it be enough? 


to make truly high-end products for 

the power gamer. Those willing to 
spend $250-300 on a video card for an 
extra few frames per second or to bump a 
up the resolution a notch in their 
favorite games have had to look toward prod- 
ucts based on 3dfx or NVIDIA's chips in the 
past. Now ATI wants to give them an option 
with the Rage Fury MAXX. In a somewhat similar 
manner to the Voodoo2 SLI configuration and 
3dfx's upcoming Voodoo5 products, the MAXX 
marries two completely separate and indepen- 
dent rendering engines. The product is essen- 
tially two Rage Fury Pro cards stuck onto the 
same board, with special logic to allow them to 
work together. 

It works in a rather simple manner, actually. 
One of the two chips draws all the even frames 
and skips the odd ones, while the other chip 
draws the odd frames and skips the even ones. 
Each chip individually runs at 125MHz, the same 
speed as the Rage Fury Pro, and can handle two 
pixels at once for a fill ate of 250 megapixels 
per chip. Thus the two chips combine to deliver 
a total fill rate of 500 megapixels, which is a 
little bit faster than GeForce 256 based cards 
and about 7530-40 slower than the upcoming 
Уоодоо5 5500. It should be noted, however, 
that the MAXX is scheduled to ship two months 
before the Voodoo5. 

Both ATI and 3dfx's multi-chip solutions, 
though somewhat different, have similar bene- 
fits and drawbacks. The chief drawback is 
memory and the cost associated with it. Each 
chip needs its own bank of memory, and the 
same textures will have to be loaded into both 
banks. In the case of the Rage Fury MAXX, the 
64MB included on the card is really 32MB for 
each chip, and the card behaves like a 32MB 
card. You may have 64MB of total RAM on the 
card, but you won't be able to load, say, 36MB 
of textures onto the card. Thus, these multi- 
chip solutions not only require the added cost 


Д: typically hasn't been a company 


of putting 
two chips on one 
card, but they need twice the 
RAM as well, and this could get costly. ATI 
says they can help keep the cost down because 
the SDRAM used by the MAXX is the same used 
in their other products, and they buy it in such 


; volume that it won't be cost prohibitive. 


The chief benefit is an effective doubling of 
memory bandwidth, or to be more accurate, a 
reduction of memory bandwidth requirements 
by 50%. Since each chip only renders half the 
total frames, it only needs to render at half the 
total speed. If you want a total of 60 frames per 
second, each chip needs to deliver 30, and the 
memory bandwidth required to do that is half. 
of a single chip doing 60 frames per second. 
The Rage128 Pro chip that is the foundation 


| of the MAXX has a few additional improvements 
! over the original Rage128 chip that has powered 
| several ATI products for the past year. Besides 


the faster clock speed, ATI has added support 
for S3TC texture compression, improved the 
texture filtering to give image quality a little 
boost, and improved the triangle setup engine. 
The $50,000 question is, does all this theory 
actually pay off in a real gaming environment? 
ATI says you'll need а fast CPU to take advan- 
tage of the superior fill rate of the Rage Fury 
MAXX, so we tested it on a 600MHz Athlon sys- 
tem. In nearly all applications, the MAXX vastly 
outperformed our baseline TNT2 Ultra, as 
should be expected. The GeForce 256 based 
cards are more comparable in price and avail- 
ability, and the story there was a little differ- 
ent. When pitted against the standard Graphics 
Blaster Annihilator, the MAXX did indeed out- 
perform the GeForce-based product at high res- 
olutions and in 32-bit color, as it is optimized 
to do. In 16-bit color and at lower resolutions, 
the Annihilator took a commanding lead. The 
one exception was Unreal Tournament, where 
the TNT2 Ultra still performs remarkably well. 
The card we tested was definitely a beta 
product. Image quality was usually pretty good 
and the card was generally stable, but some 
textures in Unreal Tournament popped in and 


but it should provide those with fast machines 
with some of the fastest frame rates and best 
image quality around. Even if it doesn't end up 
leading the pack, it won't be far behind. 
—Jason Cross 


3D Mark 2000 2783 3663 3146 2231 2593 2706 1305 1592 1997 


All tests performed with vsync off. Baseline is а 32MB TNT2 Ultra at 150MHz with 183MHz memory using NVIDIA reference: 
drivers version 3.53. Unreal Tournament tested with Direct3D. Quake Ill Arena run at "high quality" setting, high geom- 
etry detail, with color and texture depth changed for 16-bit. The test system was а 600MHz Athlon with 128MB. 


COMPUTER GAMES * MARCH 2000 


|| 

! 
16bit color 800x600 1024x768 1280x1024 | out, and there were similar problems with 

Baseline Ge Force Fury Maxx Baseline Ge Force Fury Maxx Baseline Ge Force Fury Maxx || 3DMark 2000. Other programs: like Quake III 

Quake Ill Arena 61 85 66 36 55 27 ГА 38 | Arena, ran flawlessly. There is still plenty of 
Unreal Tournament 57 58 58 54 55 51 43 hh 40 | time for ATI to tweak and improve the perfor- 
зр Mark 2000 3323 4847 3267 2945 3793 2955 2092 2661 2314 | mance and stability of its drivers, and of 

| course, for their competition to do the same. 
32bit color 640x480 800х600 1024x768 1280x1024 | From what we've seen so far, ATI is providing 

Baseline Ge Force Fury Maxx Baseline Ge Force Fury Maxx Baseline Ge Force Fury Maxx | power-gamers with an excellent product with 

Quake IIl Arena 48 61 63 3h 38 AT 19 22 31 | the Rage Fury MAXX. It’s definitely not a card 
Unreal Tournament 53 48 52 m 39 hh 28 25 32 | for the casual gamer with a slower computer, 
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1.0. 1.4.5.5. 


hen you get right down to it, there are 
only two types of people in the world— 


people who are willing to spend $80 on a 
piece of computer furniture tailored specifically 
for flight simulators, and people who get out 
more often. Chances are you already know 
what category you fall into—if you are part of 
the second group, go ahead and stop reading 
right now. 

As for the rest of you, if you play a lot of sims 
there's a good chance that the H.O.T.A.S.S. is 
right up your alley, and you don't even have to 
live in Nevada to buy it. Before you get too 
excited, be advised that the name is actually an 
acronym for "Hands On Throttle And Stick 
Support." The logo features the image of a '405- 
style aircraft art bimbo waiving her derriere in 
your general direction, a gentle reminder that 
we sim geeks really know how to score with the 
ladies ("Hey baby, wanna come over to my 
place and check out my H.O.T.A.5.5.2"). 

The device itself is fairly straightforward. A 


і 
| 
semicircular base rests on the floor beneath your | systems.com). Just pray that it comes in an | 
feet and supports two pedestals—one for your | unmarked package. —Benajamin E. Sones | RATING 
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A fine place to put your joystick 


Keep your joystick between your legs, where 
it belongs. 


joystick, and another slightly shorter one for 
your throttle. Each pedestal is affixed to the 

1 base via four hex screws; you then can attach 

| your controllers to the pedestals via a set of 

| included Velcro strips. The base itself is drilled 


! to allow the joystick to be placed between your 

| legs or off to the side. There is also an optional 

| keyboard stand that places the keyboard in an 

| upright position, mimicking the angle of a 

|| cockpit console. $80 may seem like а lot for a 

| joystick stand, but the hardware is heavy and 

| the wood is solid oak, and the whole setup is 

! quite heavy and durable. 

It would have been nice to be able to adjust 
the height of the pedestals, but aside from that 

| it's a very nice setup that will likely appeal to a 

| very small group of people. If you are one of 

| them, you can order the H.0.T.A.5.5. directly 

| from the FighterSystems website (www. fighter- 
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| MANUFACTURER rightersystems 


MSRP 579.95 
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Fast card, cool box, no extras 


3D Blaster Annihilator 


VIDIA has quickly become one of the 
N favorite 3D technology manufacturers 
among gamers. Its TNT chip released in fall 
19981 was a significant improvement over the 
previous generation, the Riva128. With lots of 
great features and plenty of speed, quite a few 
gamers finally dumped their Voodoo2 cards. 
NVIDIA won more favor with the TNT2 in the 
spring, and now products based on their latest 
generation, the GeForce 256, are hitting the 
shelves. One of the first of these is Creative Labs' 
3D Blaster Annihilator, which is about as close to 
a reference design as you can get. In fact, most 
reference cards sent to developers and press 
from NVIDIA were actually made by Creative 
Labs—they were beta versions of the Annihilator. 
What do you get for your $250 purchase? Well, 
you get a great video card based on the GeForce 
256 chip and not much else. Creative's card is 
"stock" in every way. The core clock speed is set 
at the reference point of 120MHz and the memory 
clock speed is 166MHz, though memory speed can 
be adjusted in the control panel from 150 to 
183MHz. There's no TV-out, no really cool games 
bundle pack-in... just a short demo of Evolva and 
a disc full of canned GeForce 256 technology 
demos. At least Creative Labs bundles a real soft- 
ware DVD player (Intervideo's WinDVD), a weak 


No TV-out or other extras, but the 
foundation is great. 


point of some previous video 
cards from the company. 
Fortunately, the 
GeForce 256 is such an 
excellent chip that it’s 
easy to forgive the 
lack of extras. This is, 
simply put, the fastest 
and most feature-complete 
video technology we've gotten 
; our hands on. To get an idea of what a GeForce 
256 based video card is like, imagine that you 
have a TNT2 running at 120MHz. That's a little 
slower than the non-Ultra TNT2 card's default 
speed of 125MHz, so it performs slower, right? 
Well, no—the GeForce has four pixel pipelines 
instead of two, so the peak fill rate is 480 
! megapixels per second. That's a good 30% 
| faster than the fastest cards of the previous 
| generation (the Voodoo3 3500 or TNT2 Ultra at 
| 183MHz). A simple 30% increase in the speed 
1 with which the video card draws pixels to the 
screen isn't enough to warrant a generational 
eap in video card technology, but there's a lot 
more to the GeForce than that. New features like 
support for S3TC texture compression, palletized 
textures, cubic environment mapping, DVD 
motion compensation, and other small tweaks 
ike per-pixel mip-mapping all improve on the 
already excellent feature set of the previous 
generation of NVIDIA cards. DVD video playback 
is the most immediately noticeable improve- 
ment; it's much improved over what you'll get 
rom a TNT2 card and operates with less CPU uti- 
ization as well. It's as good as anything we've 
seen from ATI or S3, who have delivered the best 
DVD video playback in the past. 
The big addition, though, is hardware acceler- 
ation of Transformation and Lighting. TEL calcu- 
lations are those which translate the 3D objects 
rom the 3D descriptions inside the computer to 


the flat 2D representations we see on screen, and 
change their color based on adjacent lights. We 
haven't seen any program other than a canned 
technology demo that approaches the card's 
specs of 15 million triangles a second, but there 
is a definite difference in speed between pro- 
grams that support hardware TEL and those that 
don't. 3D Mark 2000 is remarkably faster, espe- 
cially when running high-detail tests, than with 
other video cards. The Annihilator and other 
GeForce 256 based cards are our current Quake III 
Arena champions, offering not only the highest 
frame rates but best image quality as well. 
Though our test platform is a 600MHz Athlon, we 
tried the card on a 450MHz Celeron and the dif- 
ference in TEL supporting titles was even more 
pronounced. Many of the Annihilator's features, 
such as hardware TEL acceleration, are geared 
toward the future, but the 30% increase in fill 
rate over the fastest competing cards makes it 
the fastest card you can get for all of today's 
games as well. Owners of Athlon systems may 
want to be wary, as special drivers are required 
to make the card work on systems using AMD's 
motherboard chip logic, and while these drivers 
may slightly hamper performance, the 
Annihilator still tumed out industry-leading 
scores on our Athlon test system. 

The 3D Blaster Annihilator is an excellent video 
card. Any 32MB, AGP 2X/4X video card based on 
the GeForce 256 is an excellent video card, in 
fact. Creative Labs keeps the price reasonable at 
a retail price of $249 (you can find it cheaper if 
you shop around), but the weak link is the lack 
of extras. There is no significant game bundle, 
no TV-out, just the card, drivers, a software DVD 
player, and a few canned technology demos. 
—Jason Cross 
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w many times have you quit out of a hot 
{У session of Quake II in disappointment, unable 
| A to maintain your suspension of disbelief 
because it was far too obvious that your posterior 


was not in the game? Virtual reality as a whole has 
come a long way in the last decade or so, but even 


on the brink of a brave new millennium, force 
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It makes your butt shake. Need we 
say more? 


feedback for the ass has remained a 
sadly neglected field. Imeron Immersive 
Technologies hopes to change all that 
with the /ntensor fx Gaming Seat, osten- 
sibly a smaller cousin to the Intensor 
LX350 tactile feedback chair. 

The concept is so simple it’s almost 
criminal—the seat plugs into your 
speaker jack, then you sit on it and the 
fun commences! All the sound from 
your favorite games gets pumped 
through the seat, which then rattles, 
kicks, and vibrates like a cheap set of 
tinny speakers (which, coincidentally 
enough, it also sounds like). The seat 
also has a headphone jack, but hearing 
the sounds of your favorite game emanate from 
your sunless nether-regions is arguably half the 
fun. The other half comes from that sore-but- 
satisfied feeling that you will have after sitting 
on the hard plastic seat (which is about as 
“ergonomic” as a cutting board) for more than 
five minutes. 
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The best feature the seat has to offer, however, 
is portability. "Play it anywhere!" the box 
proudly proclaims, further describing the seat as 
"super portable" next to a picture of a smiling 
young lad toting the seat about by its built-in 
handle, oblivious to the fact that carrying 
around a butt-shaking seat make you look like a 
total dork. What a concept! Long airplane flight? 
Take the seat with you, and plug it into your lap- 
top. Of course you will need an electrical outlet 
to plug it into, or perhaps just a really long 
extension cord. 

It isn't that the /ntensor fx Gaming Seat is 
poorly made—it's probably about as good an 
ass-rattling device as you will find outside of 
shops that cater to the 21-and-over crowd. Just 
don't let your friends see you using it—that 
sort of rumor is bound to get around. 
—Benjamin E. Sones 
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It's not too hard to understand why, either. In 

the PC hardware world, “try before you buy” is 
almost unheard of, so distinguishing your product 
by its looks isn’t such a bad marketing idea. 
Unfortunately, sometimes a marketing tool is all 
you end up with. Such is the case with Guillemot's 
Maxi Flat Speakers 2.0, a set of speakers that can 
only be considered a "downgrade" of whatever's 
already hooked up to your sound card. 


|" It's the latest trend in speaker production. 


among our favorite PC speakers. They're 

stylish and sound great, though they're a 
little on the expensive side. Sonigistix trimmed 
them down when creating the MM-700 speak- 
ers, which don't sound quite as good. but cost 
$50 less. Now Sonigistix slashes another $50 
off the price with the MH-500 multimedia 
speakers, and perhaps they've gone one step 
too far. 

The MH-500 set features two tall, thin satel- 
lites and a toaster-sized subwoofer designed to 
fit either on your desktop or under it. The satel- 
lites aren't quite as sleek and flat as those in 
the other two Monsoon sets, because they fea- 
ture a regular 2.5" cone speaker as a high-fre- 
quency tweeter, in addition to the flat planar- 
induction panel. It somewhat ruins the cool 
super-thin look, which let's face it, is half the 
reason to buy flat-panel speakers. Sound qual- 
ity isn't half bad, particularly in the mid and 
high ranges, but the low-end just doesn't get 
enough punch from the 17 Watt, four-inch sub- 


omen Monsoon MM-1000 speakers are 


Maxi Flat Speakers 2.0 


Monsoon MH- 


1 
H Flat-panel speaker technology typically has 

| one or two benefits over typical cone speakers, 

1 when implemented well. The sound is usually. 

| highly directional (a benefit to 3D sound tech- 

| nologies) and the lack ој a box for sound to 

| bounce around in keeps the sound "pure," which 
| is perhaps why many of the most expensive and 
| impressive headphones are use a similar open- 
| air planar sound reproduction technology. If 
| Guillemot's speakers offer these benefits, you'll 


We'd hate to have seen version 1.0 


Flat speakers, flat sound. 


never notice it. The only thing more "flat" than 
the speakers is the sound they output. There's no 
subwoofer, and thus just about no bass repro- 
duction. Adjusting the "bass" knob on the over- 
sized control box had almost no effect at all, and 
the "treble" knob was more like a fine-tuned 
volume control. Don't expect niceties like a 
headphone jack or auto-muting function either. 

It's almost a certainty that the speakers that 
came with your computer sound better than 
these. They probably have more "oomph" too. 
Just about the only positive thing you can say 
about this product is that $40 is exceptionally 
inexpensive for flat-panel speakers. If you only 
want to spend $40 on some speakers, you simply 
can't afford the aesthetic luxury of flat speakers, 
and the Maxi Fl; Speakers 2.0 prove this. Do 
your sound card a favor and spend a little more 
on something that will reproduce the sounds 


| coming from your computer as they were 


intended to be heard. —Jason Cross 
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MANUFACTURER cuillemot 


MSRP 339.99 
RATING XO K 


If you trim too much fat, 
the steak doesn’t taste as good 


200 


woofer. Bass response isn't half 
bad for a budget speaker sys- 
tem, but if you want to feel that 
rocket blast slam you in the 
chest, you're going to have to 
fork over a little more dough. 
The price and sound quali- 
ty of the Monsoon MH-500 
speakers add up to an aver- 
age product that will faith- 
fully reproduce the sounds 
of your games, audio CDs, 
DVDs, and MP3s. This is a 
step back from the MM-700 
and MM-1000 speakers, and 
without the addition of extra features like a 
headphone jack or auto-shutoff, it’s safe to 
say that Sonigistix tried too hard to get the 
price down low, and quality suffered because 
of it. This seems more like an attempt at enter- 
ing the OEM market than anything else. We’ve 
seen worse speakers in this price range, but 
we've also seen better. —/ason Cross 


If you add cone speakers to flat-panel speakers, it 
almost defeats the purpose. 


‘| MANUFACTURER sonigistix 


MSRP $99 
RATING КАЖУ 
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SUP SIDES 


The best deathmatch experience in 
town, great level design and character 


models. 


DOWNSIDE | 


| Deathmatch is pretty much all it does, 
ı and the single-player game is less fun 
| than it could have been. 
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Quake 111 Arena 


The king of shooters rests uneasy upon his throne 


IT’S DIFFICULT TO TALK ABOUT FIRST-PERSON SHOOTERS WITHOUT MENTIONING ID 
Software. The tiny developer essentially created the genre out of whole cloth 
with Wolfenstein 3D, way back in the days when a 486 was considered a smok- 
ing-fast machine. While its first 3D shooter garnered a lot of critical praise, it 
was their next opus that made id’s fortune and established their reputation as 
leaders in the action game community for years to come. Doom rocked the 
game industry with its highly successful approach to shareware distribution, 
but perhaps even more importantly it introduced shooter fans to the concept 


of the deathmatch, and laid a lot of the groundwork for contemporary multi- 


player gaming. 


It can be argued that id’s next 
several games added little to the 
basic gameplay formula intro- 
duced in Doom, focusing more on 
technological innovation and 
engine development. Any criticism 
that the company has garnered to 
that effect seems to have had little 


GENRE 
PUBLISHER 


REQUIREMENTS 233 мн: 
Pentium Il, 64 MB RAM, 3D accelerator 


MULTIPLAYER 
LAN, Internet 


RATINGS 


First-Person Shooter 


Activision 


2-12 players; 


effect on sales, however, so it 
would seem that the majority of 
fans were pleased with that 
approach. That was why it came as 
something of a surprise to every- 
one when id announced that its 
next game would eschew the tra- 
ditional single-player game alto- 
gether. No more linear series of 
story-driven (to use the term 
loosely) levels filled with demonic 
hordes just waiting to be slain in a 
sparkling shower of meaty gibs. 
Instead id would focus on the 
hardcore fans' favorite aspect of 
gameplay—multiplayer, or more 
specifically, deathmatch. 

Despite the recent profusion of 
multiplayer-only titles, id was 
adamant that Quake III Arena 


"Another thing I like 
about the bots is that 
if you do not take the 
lead in a team game 
or CTF, a bot will take 
the role and actually 
start commanding 
you to certain posi- 
tion." —Robert Russ 


would not be a multiplayer-only 
game. There would be a strong sin- 
gle-player element as well—a pro- 
gressive deathmatch tournament 


[above] You can keep track of the 
awards that you accumulate, and 
the red in the "Q" symbol tells you 
the highest difficulty level at which 
you have beaten each map. 


Пен) “Uhm... can we talk this over?” 


against computer-controlled bots 
that id insisted would be an enter- 
taining game experience in its own 
right, rather than a mere training 
ground to prepare players to face 
human opponents online. More 
than that, they aspired to create a 
product that would introduce 
deathmatch to the mass market—a 
demographic that id believes has 
missed the boat on both death- 
match and multiplayer gaming. 


Oft expectation fails 
On the surface, the single-player 
game is much as id described it. 
You create an alter ego by enter- 
ing a name and choosing a char- 
acter from what is easily the most 
impressive assortment of models 
ever featured in a shooter. The 
characters range from the relative- 
ly mundane (humans) to the utter- 
ly outlandish (a Strogg in clown 
attire, a gigantic eyeball that 


“For those players “Fact: Q3A is a great 
who have 56.6 multiplayer game. 
modems, you might Fact: many people 
as well give up any will only ever play 
hope of keeping up Q3A in single-player 
with the LPB’s. They mode.” —Andy 


own the game, irre- 
gardless of what the 
servers ping is, your 
ping and gaming 
experience is going 
to suck." —666reficul 


walks on its hands, a glowing 
translucent skeleton). With an 
abundance of special effects and 
animated skins, the models really 
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The pulsating intestinal streamers are very festive. 


shine from an aesthetic standpoint 
as well. id definitely deserves some 
serious kudos for its creativity in 
character design. 

Once you have completed the 
requisite training map (which is a 
little light on the training), you 
unlock the first "tier" of single- 
player arenas. The entire single- 
player game is arranged in tiers, 
each composed of three different 
deathmatch maps and one "tour- 
nament" map in which you fight a 
single boss character one on one. 
You can play the maps on any 
given tier in any order you wish, 
but you have to beat all of them 
at least once to unlock the next 
tier in the progression. There are a 
total of seven tiers in the game 
(eight if you want to count the 
training map), but the seventh 
tier features only a single map—a 
grand finale tournament fight 
against the end boss Xaero. 

There are also a few maps that 
can be played in single-player 
mode (i.e. against bots), but 
which are not a part of the tiered 
campaign. There are a couple of 
maps that have been tweaked for 


team deathmatch play, and four 
unique capture the flag maps (the 
box claims that there are five, but 
one was apparently dropped at 
the last minute). It would have 
been nice if these altemate game- 
play modes had been worked into 
the campaign; as it is they feel 
more like a token gesture. 

This brings up one of the sin- 
gle-player game's biggest draw- 
backs—there simply is not 
enough of it. Unless you enjoy 
playing the game with the diffi- 
culty set so high that you have to 
replay every map seven times 
over, the average player can eas- 
ily finish the single-player "cam- 
paign” in a single weekend. Of 
course you can go back and 
replay any map that you have 
already beaten—the map selec- 
tion screen displays the highest 
difficulty setting on which each 
of the maps was beaten, an obvi- 
ous incentive to replay the maps 
at a higher difficulty to increase 
your overall standing. This is 
where you will encounter the sin- 
gle-player game's other big dis- 
appointment: the bots. 


R MODEI 


© 
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Orbb gives new meaning to the term "eye candy," and the rest of the char- 


acter models are equally superb. 


"Excuse me... is this the line for the BFG?" 


Much ado a-bot nothing 

It is not as though the bots aren't 
technically impressive—in many. 
ways they are. They have realistic 


perceptions that attempt to mimic | and in the wrong ways. It also 


those of a human player—if you 
are not standing within a bot's 
field of view, that bot will not 
realize that you are there (unless 
it tums around, or you make a 
noise). Each of the bots is pro- 
grammed to favor different items 
(Hunter loves the lightning gun, 
while Klesk almost always goes for 
the railgun), giving them a won- 
derful appearance of personality 
and individuality. They also chat 
in the same way that a human 
player would, and each has a 
huge and unique lexicon of 
taunts and comments. Most of 
them tend to be a lot chattier 
than real human players are, but 


at least they have to stop fighting | greenest of players. 


to talk, just like you do. They 
even understand simple typed 
messages—a text parser sort of 
affair—so you can respond to 
them or issue simple orders as 
you would a human player. 

It is also not as though the bots 
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| open fire, or to hit the broad side 


| Eventually you either win or the 
| game times out—this is likely to 


incoming weapons fire. This is 


aren't challenging—they are. That 
is actually part of the problemas 
the difficulty ramps up they 
become a little too challenging, 


ramps up too quickly—newbies 
who are able to beat the game on 
the lower difficulty settings may 
find themselves severely outclassed 
by the next highest setting. 

At the lowest level ("1 Can Win") 
the game is easy enough to be 
beaten by nearly any player, 
whether they be a complete newbie 
or a blind person with no arms. The 
bots run around a lot, but that’s 
pretty much all they do. You will 
be hard-pressed to get them to 


of a barn even if they do. 


quickly become boring for even the 


The next level is a bit more chal- 
lenging—the bots actually fire a bit 
more often, and usually hit when 
they do. They aren’t very bright, 
though, and they often forget to 
check their blind spots or dodge 


There are only four capture the flag maps, and you won’t want to play them 


against the bots. 
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probably the setting that most new 
players will want to start with. 


Is this a plasma gun 
I see before me? 
It is probably also the setting that 
they will stay with for a very long 
time, because the next highest set- 
ting increases the difficulty by a 
factor of five, largely thanks to the 
bot's inhuman ability to score hits. 
On “Hurt Me Plenty” they hit with 
any weapon a suspiciously high 
percentage of the time, and it just 
gets more absurd from there. They 
also move around constantly, 
jumping and weaving like drunken 
monkeys, and while this makes 
them a lot tougher to kill it seems 
to have no effect at all on their 
godlike aim. They will hit you with 
the railgun with almost casual ease, 
mid-jump, while you are dodging 
at close quarters. They make pre- 
diction shots with the precision 
of... well, a computer. They will 
"juggle" you with rockets (one 
rocket knocks you helplessly into 
the air, the next kills you before 
you hit the ground). They can track 
you perfect with the machine gun. 
Smart players can still beat 
them, however, because as good as 
they are in a face to face fight, it is 
a pretty simple matter to outsmart 
them. Even on high difficulty levels 
they are not very good at working 
the maps—generally they make a 
beeline for their "preferred" 
weapon and jump into the fray 
from there. Very rarely do they try 
to control key items such as armor 
or powerups, and often they will 
fail to grab useful items that are 
right in front of them. It is not 
unusual to see a bot run right by 
the red armor or even the quad 
damage powerup, unwilling to 
divert ten feet from their path to 
grab it. If you leam the maps and 
fight the bots on your terms (avoid 
face to face conflicts), you can win. 
Here's the problem: This simply 
isn't very satisfying. When a bot 
kills you by picking you out of the 
air, mid-jump off an accelerator 
pad, with a rocket—you feel cheat- 
ed. Newbies will find themselves 
quickly outclassed by the game's 
rapid advance in difficulty, and 
veteran players will find the bot 
behavior on higher difficulty levels 
as annoying as it is challenging. It 
would have been better if the bots 
actually got smarter rather than 
inhumanly precise, but really they 
don't Cor at least not by much). 
The surprising thing is that the 
single-player game can be enter- 
taining, even despite these prob- 
lems. It could have been so much 
better, though—as it is, most play- 
ers will probably use it as a prac- 
tice mode for multiplayer. 
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This is the most user-friendly interface id has ever done—finding a game 


online merely takes a few mouse clicks. 


You get awards for fragging oppo- 
nents in quick succession, but some 
say that gibs are their own reward... 


All the world's an arena 
Multiplayer is, of course, where the 
game really shines. The probably 
won't come as a surprise to any- 
one, but the game really is a step 
above past id offerings in this 
respect. The interface is actually 
user-friendly—a first for an id 
game, and good news to players 
who are newcomers to the concept 
of Internet gaming. Quake Ill Arena 
comes with MPlayer software, but it 
can also search the Internet at large 
for active servers. Joining an online 
game is merely a matter of a few 
mouse clicks—minimal down time, 
maximum frag time. 

Once you get into the multiplay- 
er aspect of the game, you start to 
appreciate its subtleties. The 
weapons are superbly balanced 
(something you may have failed to 
notice in the single-player game, 
since the bots can use just about 
any weapon with equal facility), 
and a lot of thought has obviously 
gone into item placement. The only 
possible drawback is lack of vari- 
ety—despite the fact that the game 
only ships with four Capture the 
Flag maps, you will usually find a 
disproportionate number of online 
games opting for team games. 
Perhaps id should have taken a 


The Tournament fights are tight and 
tense, such as this fog-enshrouded 
battle with Uriel. 


closer look at what fans were doing 
with its past products when 
designing this game—after all, how 
many mods focus on deathmatch? 

Still, Quake III Arena is easily the 
best deathmatch game in town, 
and likely will be for some time to 
come, and that certainly counts for 
quite a bit. 


This level hath a 
pleasant seat 
The game also shines in its level 
design. There may not be a lot of 
levels, but nearly every last one is a 
blast to play on. Detractors may 
call attention to the fact that most 
of them are merely abstract collec- 
tions of corridors, and that there is 
no real effort to model “real world” 
environments. They may point out 
that we have all seen the 
gothic/satanic design aesthetic 
before. They may point out that the 
lighting and textures are heavy on 
red and gray and brown, and that 
the game isn’t as colorful as, say, 
Nerf Arena Blast. 

These people are missing the 
point. The décor isn't new and dif- 
ferent, but it is extremely atmos- 


Join the discussion at www.cdmag.com/cqi-bin/Webx?13@@.ee6e872 


Download the demo from www.cdmag.com/articles/019/097/quake3_demo.html 


pheric. The abstract "arena" 
designs actually fit into the back- 
story of the game (such as it is), 
and while the levels may not model 
battleships and beach assaults, 
they have more than enough 
playability to make up for any 
deficiency in creativity. 

It doesn't hurt that the engine 
is the prettiest thing to come 
down the pike this year, either. 
The architecture is alive with 
organic surfaces, moving objects, 
and animated textures. It sure is 
pretty to look at. 


He is well paid that is 

well satisfied 

It's no secret that Quake IIl Arena 
is not the only game of its ilk on 
store shelves this winter. It has 
some pretty big competition from 
Unreal Tournament, which pro- 
vides more satisfying (if less tech- 
nically adept) bot Al, more maps, 
and excellent team play variants 
such as Domination and Assault. 
Every game should be judged on 
its own merits, of course, but 
when two titles are as similar as 
these two titles are, comparisons 
are inevitable. 

So which is better? As an overall 
package, Unreal Tournament takes 
the lead by a significant margin. 
Without a doubt Quake III Arena 
offers a better deathmatch game... 
but it doesn't really offer much else. 

It will be interesting to see what 
kinds of mods the player commu- 
nity will create for this title (and 
create they will-several mods have 
already been announced as of the 
time of this writing). Even if death- 
match isn't your cup of tea, the 
game is almost worth picking up 
for that reason alone. If you area 
deathmatch fan then you will find 
a fun game that is well worth play- 
ing—it may not be an instant clas- 
sic, but in the typical id style, it is 
polished and fun. 

—Benjamin E. Sones 


| "Hey, Johnny—take а hit off this 
! bong." 
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Planescape: Torment 


The Unbearable Lightness of Being Immortal 


that Planescape: Torment is the 

only PC game ever made in 
which your primary goal is to die. 
That's right, die. Although this may 
sound easy, there is one minor 
complication: you are immortal. 
Further complicating the matter is 
the fact that you (the Nameless 
One) have amnesia. Set in the 
thriving metropolis of Sigil, AKA the 
Cage, the Nameless One's quest will 
take you through all sorts of bizarre 
areas. For those of you unfamiliar 
with the Planescape multiverse, the 
"doors" are actually portals to 
other planes. While these doors can 
be anywhere, each one requires a 
key for it to appear. Not a key in 
the traditional sense—each can be 
anything from a pile of junk to a 
tune you are whistling at the 
moment. Where this becomes inter- 
esting is the flexibility it grants 
you; the only limit in this world is 
the imagination of the game 
designers, which obviously allows 
for some intriguing possibilities. 
Just don't expect to stray too far 
beyond the threshold of the multi- 
verse; Torment focuses on the city 
of Sigil, yet gives you a taste of 


| t's a relatively safe bet to say 
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everything without forcing you to 
wander off into the hinterlands. 


City of Lost Doorways 
Sigil's compelling nature makes 
such limits forgivable; at no point 
in the game is the dark atmosphere 
lost. Creatures from all of the Outer 
and Inner planes abound in the 
Cage, and you'll get to meet a fair 
number of them. The city itself is 
something of a cross between 
Fallout's wasteland and Baldur's 
Gate's Sword Coast, blending the 
macabre, the fantastic, and the 
grimily mundane in nearly equal 
measure. Three basic components 
create this environment: the 
graphics, the mostly ambient 
sound, and the characters. One 
aspect of the game that is truly 
interesting is how your previous 
incarnations tie in with the plot— 
this will become apparent deep 
into the game. This is as much a 
journey of self-discovery as it is а 
fantasy adventure. Few games suc- 
ceed in developing a setting as 
intriguing as the one in Torment. 
Torment resembles a mixture of 
Fallout and Baldur's Gate, sharing 
the game engine and Advanced 
Dungeons & Dragons (ADED) rules 
of the latter and the atmosphere 
and sensibility of the former. 
Rather than the usual warrior-and- 
mage combinations, where your 
characters only distinguish them- 
selves in combat, Planescape offers 
the main character a variety of 
ways to define himself. Another 
way in which this game resembles 
Fallout is the liberty to act as you 


An RPG with lots of freedom, depth 
and fun 


please—but Planescape takes a 
huge step forward. Dialogue choic- 
es are numerous and quite varied, 
and often very humorous. While 
not identical to Ba/dur’s Gate, the 
game uses Bioware’s Infinity 
engine and an AD&D-like system; 
hence combat, general control, 
and the graphical style are all 
somewhat derivative. 


Bloods, berks, and bashers 
Throughout the journey, various 
characters will join the party. Every 
character is unique in a variety of 
ways. Morte, the talking skull, is 
the first character you meet when 
you wake up in Sigil’s Mortuary. As 
he does not have a body, Morte 
has natural resistance to physical 
attacks, but he cannot use equip- 


I swear, I'll be good next time! 
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оцріе of long-term performance and 


A 
Al issues. Combat could be better. 


[above] I swear, I'll be good next 
time! 


[left] | could be good and talk my 
way out of this... 


ment. Dak'kon, a Githzerai, is 
another character available early 
in the game. He has no need to 
acquire new weapons, as he pos- 
sesses a Karach Blade, a sword 
which shifts and gains powers 
based upon Dak'kon's morale and 
level. Five other characters can join 


| the party, ranging from a tail- 


lashing thief to an insane pyroma- 
niac mage, and even a fallen suc- 
cubus. In addition to enlisting 
their aid in combat, it is possible 
to enter conversations with any of 
the characters. This is not merely a 
perk. By conversing with your 
party members you can have them 
teach you (or if you are really 
good, you can teach them), get 
experience by discovering things, 
ask for advice, or learn more about 
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Plenty to choose from, but you can see what I like. 


DAK'KON'S CHAINED BLADE 


BLADE ("CHAINED BLADE) 
12 Slashing 
+2 


*4 to Armor Class 
Memorize 2 Additional 1st Level Mage Spells 
Memorize 1 Additional 2nd Level Mage Spell 
"ТНАСО: +2 
Speed: 6 


iency: Еда 
Usable only by Dak'kon 


On the githzerai’s home plane of Li 
is something of a rarity. Limbo 
of elements, and only through fi 


Dak'kon's sword morphs as he levels. 


the world. All this is just scratching 
the surface—Torment offers a truly 
deep gaming experience. 

The similarities to Baldur's Gate 
are most obvious in the areas of 
basic gameplay and control. Black 
Isle's crew uses a modified version 
of Bioware's Infinity engine, but 
the basics are still present. Most 
actions (moving, attacking, talk- 
ing, etc) are handled with a single 
left-click on the target or destina- 
tion. Right clicking brings up a 
character's quick menu. From here, 
you can perform all of the impor- 
tant actions: spell casting, quick 
item usage, attack/defense, dia- 
logue, and you can access all of the 
menu systems. Character portraits 
and menu options are available via 
the handy interface bar that sits on 
the bottom of the screen. Entering 
the statistics menu will display all 
of the character's information, and 
allow the character to level up 
(assuming they have sufficient 
experience). Note that hotkeys can 
be used for most actions. On the 
downside, there are a few cumber- 
some mechanics. Swapping items 
between party members can be 
tough, and inventory management 
is a pain. 

More important, there are two 
significant problems with 
pathfinding. Characters frequently 
get stuck during long walks. 
Combat pathfinding is the other 
awkward area. Selecting everyone 
in your party and telling them to 
attack will often result in death. 
Your party may cluster together, 
and one or two characters will fre- 
quently get stuck and stand 
behind another character, never 
joining the fight. It becomes neces- 


sary to manually move the charac- 
ters to avoid this. Even sending two 
characters can result in one getting 
stuck. Although this can be easily 
fixed in most circumstances, extra 
damage will be taken during that 
time. Also, there is one case in 
which this often cannot be fixed: 
when fighting around the edge of a 
zone. Telling one of the characters 
to move will usually result in the 
party leaving the zone; therefore 
you cannot reposition that charac- 
ter. Despite the drawbacks, the sys- 
tem functions well for the majority 
of the time. 


Planning your Planeswalker 
Torment's character creation is 
simple. You don't pick an align- 
ment—the Nameless One is True 
Neutral until your actions alter his 
alignment. Trainers will aid you 
throughout the game, particularly 
if you are a fighter and wish to use 
weapon proficiency points. 
Initially, the Nameless One is a 
third-level fighter, first-level thief, 
and first-level mage. In order to 
switch to thief or mage, you will 
need to find trainers. Unlike other 
characters, the Nameless One can- 
not truly multi-class (a fighter will 
never be able to cast spells or use 
thieving skills, whether or not the 
character possesses those skills). 
Using the six standard ADED statis- 
tics, you will start with nine points 
in each, and have 21 points to dis- 
tribute. Leveling earns more points 
to pass out, even allowing you to 
boost stats beyond the default 
maximum of 18. Despite the fact 
that it is simple, character creation 
has some incredible depth because 
every statistic has a major influence 
on the game, and how you play it. 
Aside from the simple combat and 
character bonuses, each stat affects 
dialogue and questing. For 
instance, high strength means 
threats are likely to succeed, high 
dexterity will let you catch thieves, 
et cetera. Almost every role-play- 
ing game has the same basic stats, 
but here they are incorporated into 
gameplay in a way that truly 
enhances the overall experience. 
Extending beyond an occasional 
dialogue option, the statistics are 
closely linked to the freedom 
Torment offers. 


Don’t Fear the Reaper 

Death is handled in a unique way. 
Although there are ways to lose the 
game, it isn't easy. The Nameless 
One is immortal: if he dies, he will 
wake up again. Oddly enough, 
dying can even be beneficial. 
Memories may resurface after 
death, resulting in free experience 
or character improvement. When 
you die, you resurrect at a location 
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determined by where you died. 
Sometimes, this is a great if rather 
macabre mode of transportation. 
On the other hand, killing yourself 
and standing up a few minutes 
later is a great way to influence a 
conversation. Being an immortal 
can lead to some rather gruesome 
scenes, such as having someone 
dig through your intestines in 
search of hidden items. Though 
generally portrayed through text, 
there are a number of such scenes 
in Torment, this game is not 
intended for the easily disturbed. 
Immortality drastically affects 
gameplay. After all, death is the 
arch-nemesis in most games. So 
simple a concept to change, yet it 
yields a copious harvest of fun. 
When it is possible to die without 
worry, you are given the opportu- 
nity to do anything you please. 
Freedom from death isn’t the 
only freedom you can exploit in 
Torment. Taking a cue from Fallout, 
the game allows you to roam about 
at will. In Fallout, all the NPCs were 
telepathic (i.e. if you kill one per- 
son, everyone in the city knows you 
are the culprit). Torment lets you 
“enforce your will” as you see fit. 
Sure, there are consequences, but 
freedom reigns supreme. No one 
will care if you run around town 
killing thugs, but you must be 
crafty in order to assassinate 
upstanding citizens. If the crime is 
not seen, it did not occur (the only 
thing affected is your alignment). 
Say a pesky NPC has an item you 
want, and you do not feel like 
doing his quest to get it—killing 
him will solve the problem. Or you 
could always steal the item. When 
you enter Sigil, you will find your- 
self in the Hive, where there is no 
law. In the Upper Ward, however, 
guards will futilely attempt to 
uphold the law. Unlike Ba/dur's 
Gate, you can actually kill these 
guards. Even a good character may 
find it useful to bend the rules on 
occasion. Lying or threatening peo- 
ple can lead to the result you are 
trying to achieve. Unless you wish 
to become Chaotic Evil, randomly 
attacking civilians is not advisable, 
as there is little to benefit from 
these actions. Torment's freedom is 
worth experiencing. Bottom line: do 
whatever you please, but be pre- 
pared for the consequences. 
Combat is handled almost 
exactly as it is in Baldur's Gate, i.e. 
in pausable real time. The primary 
difference is that all the combat 
messages are displayed on the 
screen instead of in a dialogue 
box. When engaged in a serious 
fight, the numbers do not keep up 
with the battle; this often makes it 
difficult to follow the damage. This 
is particularly true when surround- 


ed by a horde of creatures. 
Occasionally, the combat messages 
will continue scrolling after a fight 
while the game tries to catch up. 
Later in the game, the pause option 
is definitely handy, and essential if 
you wish to employ any semblance 
of battle tactics. Unlike Baldur's 
Gate, there is no artificial intelli- 
gence (Al) customization. Chances 
are, most players will turn off the 
Al when the priest first joins, as the 
computer tends to waste spells. 
Characters never take the initiative 
in combat. Dak'kon will sit there 
and watch while three ghouls beat 
on Morte, even if he is adjacent to 
those ghouls. In order for the char- 
acter to automatically engage an 
enemy, that creature must be 
attacking that character. 

While there are a few quirks in 
combat, the game generally pro- 
vides quite a bit of fun in this area. 
Combat is always rewarding, but 
Fallout fans will miss the tum- 
based battles (although they will 
appreciate the ability to pause 
during combat). Whether combat 
is difficult or not is largely depen- 
dent upon how well-prepared you 
are. Should you find the challenge 
to be unsatisfactory, there is a dif- 
ficulty slider which can be adjust- 
ed at any time. Due to the level 
cap, Baldur's Gate was always 
hard. No such cap exists in 
Torment. Attaining god-like power 
is definitely possible. All the choic- 
es are left up to you. 


Cranium Rats in 

the Trash Warrens 

A rarity in this day and age, 
Torment is fairly bug-free. Crashes 
are nearly non-existent, and logic 
bugs seem absent as well. One 
problem in the game is the perfor- 
mance, however. There are times, 
usually after a few hours of play- 
ing, where the game slows to a 
crawl, a state that can only be 
remedied by saving and restoring 
(sometimes repeatedly). Another 
problem arises with spellcasting. 
Later in the game, there are fights 
in which you may have three char- 
acters casting spells at once, 
against more than a few enemies 
who are also using magic. On more 
than one occasion, it was neces- 
sary to close Planescape in the 
middle of a fight with Alt-F4, as 
the mouse could hardly be moved. 
Some large battles almost 
inevitably result in a slow motion. 
This was duplicated numerous 
times, on several machines. 
Sometimes victory may require hit 
and run tactics (attack, kill a few 
creatures, flee the zone, repeat). 
For the majority of the game this 
will not be a problem, yet it creeps 
up at times. 


Nameless One 


Mage 


Human 


Male 


Alignment: 
Lawful Good 


Lawful Good characters 
strongly b in order 
and the 
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level Up 


Danage: 13 


Danuge: d 


Dähage: 16 


Do not insult the immortal. 


All hail the Lady of Pain 
Ruling over Sigil is the Lady of Pain. 
A near mythical figure, she is not 
quite a god yet far more than 
merely mortal. That rather aptly 
sums up this game as well: not per- 
fect, but by the Seven Hells it's 
damned close. Spanning four CDs, 
Planescape: Torment is a long 
game. Despite the fact that Baldur's 
Gate has multiplayer options, this 
game provides far more gameplay. 
There is a lot to do here, and а 
variety of ways to approach the 


game. While it has a few minor 
faults, the game is highly enjoyable 
and offers a dark and brooding 
alternate reality. Captivating and 
addictive, it should definitely be on 
your "must buy" list if you like 
RPGs. If you don't mind some 
weirdness, have a penchant for the 
macabre, and love the idea of role- 
playing in a setting where death is 
a doorway instead of a slammed 
door, then Planescape: Torment is 
just what the (witch) doctor 
ordered. —David Ryan Hunt 
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UPSIDE . 


Outstanding Al, smooth easy multiplay, 
level design like none other...don't get 
us started. 


It doesn't give back massages. 


[above] Alys, a bot, guards a control 
point on the domination map Olden. 


[far left] Aerial shot of the domination 
map MetalDream. 


left] Beating the single player game 
means winning each of the main 
game styles. 


Unreal Tournament 


Finally, some serious deathmatch competition for the Quake series 


part of a four-person Assault 

team in a real life (so to speak) 
version of Unreal Tournament. 
Pawing through boxes of ammo, 
| tried to ignore my three team- 
mates, who stood nearby urging 
me to hurry. My bedside alarm 
interrupted the frantic search, just 
as the enemy began spraying bul- 
lets into my comrades. 

I should probably worry 
about this. 

It has been a very long time 
since I played a game so 
enthralling that my nighttime 
dreams picked up on my enthusi- 
asm. While my dream was a bit 
nightmarish, UT is a different sort 
of dream—a first person shooter 
loaded with astounding maps, 
diverse game styles, great 
weapons, and the best bots in the 
business. Surely, this is a game that 
ought to be crammed into stock- 
ings everywhere. 


ast night, in my dreams, | was — | 
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Squeamish? | 
However, let's not ignore the warn- | 
ing on the box that this isa game ! 
for a mature audience. As most i 
gamers know, first person shooters | 

] 


GENRE 
PUBLISHER 


REQUIREMENTS 
200, 32 MB RAM 


MULTIPLAYER 
RATINGS 


Action 


GT Interactive 


Pentium 


do their damnedest to push the 
envelope of violent deaths, body 
parts, and gurgling cries of agony. 
It is a visceral thrill to hit an oppo- 
nent with every fragment of a flak 
cannon shot—the reward is not just 
a point, but the evisceration of a 
cartoonish opponent into a spray 
of pieces, accompanied by a 
squeal, yowl, or scream. Consider 
buying this game, but bear in 
mind that it is like other games of 
its ilk, and you may regret giving it 
to a person too young to handle it 
(the game allows for the gore level 
to be turned down, which does 
help subdue the violence). 

Assuming that the game falls 
into the correct hands, you should 
be reassured that if you are a fan of 
shooters, you will really appreciate 
Unreal Tournament. Not only does 
the game meet expectations—in 
many ways it exceeds them. Even 
players who experienced the widely 
played demo will find the full ver- 
sion far richer. 


Teach me 

While touted for its multiplayer 
emphasis, Unreal Tournament 
nonetheless provides a very satisfy- 
ing experience for the solo player. 
Each of the major game styles— 
deathmatch (and its close cousin, 
last man standing), domination, 
capture the flag, and assault—con- 
front the player who attempts to 
become champion in a solo cam- 
paign. Achieving success in the 
first few levels of each game style 
allows entry into the next game 
style in the list. Fairly soon, all 


"When games are so 
close such as Unreal 
Tournament and 
Quake III Arena it all 
comes down to the 
‘details’ and I really 
think Unreal 
Tournament has 
nailed the details 
down nicely." 
—Chad Verrall 
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"I sure wish the team | 
communication was | 
easier. If all these | 
online games had n 
integrated voice-com | 
it would be super | 
fine. I hear Roger ! 
Wilco works with UT | 
but that’s too much | 
of a hassle." | 
—Bill Carter | 
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"The Graphics in 
Quake Ill Arena are 
better than Unreal 
Tournament. | even 
like the water texture 
in Quake Ш Arena 
better than Unreal 
Tournament. As far as 
models go, there is 
still no comparison. 
You will definitely 
find a model in 
Quake III Arena to 
match your mood or 
personality.” 
—Robert Russ 


Oh the weather outside is frightful, but the frags are so delightful. 
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game styles are available, and 
must each be completed in order to 
reach a climactic battle. Winning 
the final tournament brings victory 
in the single-player campaign. 

One indicator of a solid game is 
a well-done tutorial. The four game 
styles are introduced with tutorials 
that are crafted so nicely that they 
deserve closer examination. 
Because deathmatch is the only 
style available as you begin the 
solo game, the first of the tutorials 
focuses on movement, jumping, 
strafing, and weapons. Narrated 
both by an actress and by text, this 
tutorial carefully but quickly 
guides beginners through the most 
important motions: strafing and 
mouselook. It is telling that the 
tutorial completely omits mention 
of the keys for turn left, turn right, 
and freelook. Although these com- 
mands exist, the tutorial implicitly 


The simple interface is a huge plus. 


advises new players to leam how to 
mouselook right away, as it should. 

The fact that the tutorial levels 
are themselves little works of art is 
another indication that this game 
exudes quality. Tutorials for domi- 
nation, capture the flag, and 
assault build on the lessons learned 
in the first tutorial, and explain the 
objectives of these special game 
styles. Try as you might, you will 
not be able to break any tutorial’s 
flow by doing your own thing while 
the teacher narrates. Again, this is a 
sign of good things to come. 


Al that actually has | 
The single-player game—a trip 
through progressively harder team 
battles in all four game styles—is 
made possible by bots. A bot is a 
player whose actions are controlled 
by the computer, and a typical solo 
game involves you, as captain of à 
team of two or three bots, playing 
against a team composed entirely 
of bots. It's clear that, no matter 
how amazing the map, how involv- 
ing the game style, that playing 
with moronic bots would make the 
experience impossible to enjoy. 
UT's bots not only avoid being 
morons, but they mimic humans 
well enough that the sometimes the 
only surefire way to tell bot from 


human is to point your crosshair at 
another player and read the name 
on the screen. The classic definition 
of artificial intelligence is "some- 
thing that acts in ways indistin- 
guishable from humans." Since 
these bots exist only in a special- 
ized environment, where their mis- 
sions are relatively simple (by 
human standards), Al is possible. 
But Al is quite often awful in the 
computer gaming realm. 

There is no fear of that in Unreal 
Tournament. Don't expect a bot to 
write a love poem, or cry over a 
smooshed puppy, but you can 
expect teammate bots to carry out 
their missions, and you can expect 
opposing bots to put up a con- 
vincing fight. Bots can be set toa 
wide variety of skill levels (includ- 
ing a special setting wherein a bot 
will adjust itself to how well you 
are playing). 

Even at the easiest skill levels, 
bots show near-human cunning. 
When instructed to attack, they col- 
lect armor, health, and weapons 
before doing so. They recognize 
when the overall game objective 
takes precedence over the orders 
you've given; for example, a bot 
sent to take an opposing team’s 
flag in capture the flag will often 
peel off and chase an enemy which 
has snagged its own team’s flag. 
Even an apparently dumb bot move 
can be interpreted as wise—in an 
assault game (one team attacks 
while another defends) an attacking 
bot that seems to be standing fool- 
ishly in one spot is just waiting for 
backup before advancing. 

Besides just smarts, bots exhibit 
skills. They dynamically react to the 
situation at hand, strafing from 
behind protection to fire their 
weapons, and retreating when out- 
gunned or low in health. The bots, 
however, exhibit skills in a pecu- 
liarly human fashion, which betrays 
the intelligent code that makes 
them tick. They occasionally fall off 
a dangerous edge, blow themselves 
up with a mistimed rocket launch, 
or just plain whiff several times in a 
row, displaying the very human 
quality of inconsistency. 

The most significant way in 
which bots do not act like humans 
is somewhat ironic... they listen. If 
you give a bot an order, it will let 
you know that it heard, and it will 
do what you say. This is quite a 
desirable non-human quality, and 
combined with their intelligence it 
makes bots an easy alternative 
over trying to cope with humans 
on the Internet. 


The humans are out there 
For those who enjoy playing with 
other humans, Unreal 

Tournament's interface makes it 
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The deathmatch level Peak is a Dr. Seuss-like flight of fancy. 


very easy to join in the worldwide | 
ruckus. Servers of all game types | 
began to appear very quickly, en | 
masse, after the game's release. | 
More will likely be added as users 1 
create modifications. | 

The game has a simple interface, | 
with pull-down menus and tabs | 
and text boxes to fill in, looking for | 
all the world like a Windows appli- | 
cation (albeit decidedly more pret- | 
ty). It is a very handy interface, | 
easy to get used to, and it allows | 
easy access to all the features that |! 
you might want to alter. | 
Experienced users may also issue | 
commands by using а pull-down — | 
console of the ilk found inallbig- | 
name shooters these days. | 

Giving orders to humans is as ! 
easy as giving them to bots—an in- | 
game menu, activated by holding ! 
down a particular key, contains a 
list of common commands. These | 
commands (such as defend, cover | 
me, get their flag, and freelance) | 
can be issued to all members of a | 


team, or one at a time. Of course, 
humans do not always listen, but 
humans do have the advantage 
that they can respond to any old 
sentence at all. In-game chat is 
handled well by the interface; it is 
clean, readable, and announced by 
an effective bleep. 

Multiplayer code seems to be 
well written, and offers low latency 
play (a ping of around 225 for 
modem users, and around 75 over 
а cable modem). We tested on a 
midrange Pentium Il (64 MB) with 
Voodoo Il, and another midrange 
Pentium II (196 MB) with TNT2, and 
framerates were very acceptable. 
Direct3D performance is greatly 
improved over the original Unreal, 
and although Unreal Tournament's 
engine is based on one that came 
out well over a year ago, it doesn't 
look dated at all. 


Instagib and Fatboy 
To say that Unreal Tournament 
offers four game types is mislead- 


Aerial shot of attackers storming the beach on the assault map Overlord. 
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ing. There are four primary game 
types, but there is a great deal of 
variation on those themes. The four 
types, as mentioned earlier, are 
deathmatch/last man standing, 
domination, capture the flag and 
assault. While deathmatch and cap- 
ture the flag will be familiar to even 
the most casual fan of shooters, the 
other two types require some expla- 
nation, if for no other reason than 
the fact that they put the imagina- 
tion of the designers on display. 

A domination map is host to 
three or four control points. If 
owned, each control point adds 
one point to the controlling team’s 
score every five seconds. Thus a 
domination game become a death- 
match game with a wider pur- 
pose—to frag your opponents to 


belly of a submarine, attackers 
deploy into an underwater base to 
take out a set of four computer ter- 
minals. Assault games offer the 
most intense sense of purpose of 
any of the game types, and in and 
of themselves they are worth the 
price of admission. Even capture the 
flag gets a facelift, not by any scor- 
ing innovations, but through a set 
maps that include flights of 
imaginative fancy. Overall, Unreal 
Tournament offers up the best set of 
maps that have ever been shipped— 
around fifty maps that contain 
ferings that will please both tradi- 
tionally minded players and those 
ho get a kick out of innovation. 
The server can modify each of 
the four game types by applying 
"mutators." For example, one 
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The helicopter from which the attackers on HiSpeed access the train. 


keep them from claiming control 
points. An assault map splits the 
available forces into two teams; 
one team takes the role of attackers 
while the others defend. The 
defenders attempt to stall the 
attackers for as long as possible, 
while the attackers strive to accom- 
plish certain proscribed tasks (flip 
а switch, escape through a door... 
that sort of thing) as fast as they 
can. Once the attackers win, the 
roles reverse, and the new attackers 
attempt to win the match by beat- 
ing the other team’s time. 

While the architecture of the 
domination maps is fairly standard 
(that is, deathmatch-ish maps with 
control points added), the assault 
maps are almost universally origi- 
nal. Battling from car to car on a 
speeding train, attackers must 
access a switch in the foremost car. 
After landing on a narrow beach- 
head, attackers must storm the 
beach in the face of annihilating 
sniper and mortar fire and destroy 
a huge artillery piece. From the 


mutator is called "instagib," and it 
provides every player with a spe- 
cial gun that kills with one shot. 
Another mutator, “fatboy,” intro- 
duces a handicap into the game— 
the more points you have, the fat- 
ter your on-screen model becomes. 
Other mutators include no 
powerups, low gravity, and more 
(including the ability to change the 
skill settings for each bot in the 
game individually). 


Gimme a gun 

Bots use a variety of weapons, 
choosing not only primary but 
also secondary fire. This isn't just 
coded-in behavior—each weapon 
really is useful for different tasks. 
While the flak cannon and rocket 
launcher stand out from the crowd 
in enclosed spaces, the sniper rifle 
tules the wide-open ones. On low- 
gravity maps, weapons like the 
shock rifle and minigun are the 
way to go, and a pair of simple 
enforcers (pistols) can kill a 
newly-spawned enemy in less 


Face: one of the most amazing capture the flag maps, and a sniper’s dream. 


than a second (further tests have | 
shown that with the exception of | 
the single enforcer and the two || 
automatic-fire weapons, you can | 
always kill a newly-spawned | 
player in one shot —ed.). АП of the | 
weapons are quite powerful, in | 
fact, and it often doesn't matter | 
very much which one you arecar- ! 
tying, as long as you get а couple | 
of hits in. Close-combat battles | 
are usually brief, and victory often | 
goes to the player that gets the | 
drop on the other guy. Powerful | 
weapons make for bursts of inten- | 
sity, but not as much in the way of | 
extensive pitched combat. i 

Each weapon has an alternate | 
fire, and these are also useful. The i 
shock rifle combo (shoot an alt-fire ! 
ball of energy and then hit it in | 
mid-air with a primary fire blast) | 
makes its retum from the original з 
Unreal. The secondary function for | 
the sniper rifle zooms smoothly from | 


1x to 8x magnifications. Holding: 
down the alt-fire for the pulse gun 
shoots a solid beam rather than the 
usual green bloblets. These are just a 
few of many examples, to give a 
hint as to Unreal Toumament's 
weapons diversity. 

Although this game remains 
largely true to the first-person 
shooter legacy, it does its job so 
very well, and the addition o; 
domination and assault game 
types adds a tremendous amount 
of interest. The best feature ој 
Unreal Tournament is what makes 
the game so appealing for solo 
players—outstanding artificia| 
intelligence. Upon this solid foun- 
dation rests one of the best collec- 
tions of maps, weapons, sound 
and visuals ever created. Count on 
modifications coming out in the 
months ahead, and count on this 
game being among your favorites 
for at least as long. —Dave Perkins 


со 
[3 


n a hill in the woods near 
(i Texas rests a colorful 

covered wagon. In it sits a 
gypsy, who calmly arranges illus- 
trated cards on a table. Across the 
table from her sits an executive for 
a major software publisher. "The 
game you've been working on for 
four years is nearly complete, but 
still has numerous bugs,” the 
gypsy says. “Dost thou release it in 
time for the holiday shopping sea- 
son, sacrificing your company's 
reputation to improve fiscal quar- 
ter reports? Or dost thou honorably 
fix the problems, even though it 
means missing out on holiday 
money?" Anyone who has played 
Ultima IX Ascension knows what 
the publishing executive answer is. 
The final chapter in the Ultima saga 
has all the content necessary to be 
a classic RPG, but it's so full of 
problems that it can be quite hard 
to enjoy at times. 


Ultima Makes the 3D 
Transition 

Ultima IX Ascension is the last 
game in a "trilogy of trilogies" that 
spans back to the beginning of 


vex 
® ENTS Pentium i 
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computer gaming. Very few game 
series have made it through nine 
installments, each one anticipated 
more feverishly than the last. Many 
users feared that the transition to a 
3rd person 3D engine would trans- 
form a deep RPG into a shallow 
Tomb Raider clone. We've even 
made more than a few "Ultima 
Raider" jokes ourselves. Ultima fans 
can rest at ease—this is definitely a 
true-blue Ultima, and none of the 
cosmetic or game design changes 
seemed to have any impact on its 
"Ultima-ness." Not once did we 
feel there was less of a game for the 
lack of an adventuring party. The 
companions never really travel with 
the Avatar nor do you get to play 
as any of them, but that's all 
worked into the plot and didn't 
bother us at all. Like other recent 
Ultima games, Ascension is conver- 
sation-heavy at times. It's not 
unusual to spend an hour or two 
running around town just talking 
to people, but this is part of 
Ultima's charm—individuals have 
personality and history, lending 
meaning to your heroic actions. 
Gabbing in town is nicely counter- 
balanced by dungeons full of com- 
bat and puzzles. Some of these 
puzzles are quite tricky, but none 
are illogical. Usually it's a matter of 
being observant, and examining 
the environment carefully. 

The plot is uncovered early in the 
game; the Guardian has summoned 
eight great columns, which have 
risen from the ground near the eight 
shrines of virtue and corrupted 
them. The nearby townspeople have 


Beautiful and rich 3D world, deep story, 
enormous scope. 


Ultima IX Ascension 


In his last trip to Britannia, the Avatar battles a giant horde of bugs 
THE BUZZ Eee 


| DOWNSIDE | 
The World’s Greatest Resource Hog, 
bugs galore. 


[above] Ewoks eat your heart out. 


[left] The magical city of Moonglow is 
a good example of the unmatched 
visual splendor. 


“It’s not fair to the consumer to put out something that just doesn’t work 


like it should. ” 


—JC Fedorczyk 


"An hour without a crash? That sounds like a luxury they didn't intend for 


you to have! " 


twisted as well, acting opposite to 
their sacred virtue (the honest 
mages of Moonglow lie constantly, 
and the valorous knights of Valoria 
are all cowards). Thus, the Avatar is 
summoned once again to Britannia 
to cleanse the shrines, restore virtue 
to the people, and defeat the 
Guardian once and for all. 

The game starts off linear and 
"opens up" as you progress. To 
start with, you'll have to brave the 
dungeon of Deceit and cleanse the 
shrine of Compassion. Then you're 
taken to the next shrine, and the 
next, but soon you'll have the free- 
dom to roam the world and do 
what you want, when you want to. 
Similarly, the real-time combat 
starts off simple with only one 
move available for each weapon 
type. As you progress, you'll find 
people who can train you to learn 
new moves, and combat gets a lit- 
tle more complex. Each of the eight 
spell circles is available only after 
you cleanse an additional shrine, 
so your magic options grow with 
time as well. This is all for the best, 
as Ultima IX is probably too much 
for most players to handle all at 
once. It's absolutely massive, full of 
side-quests and optional areas. It 
would probably take an honest 60 
hours or more to finish just the 


—David Hunt 


essential parts of the game, and 
the average player who does some 
of the optional stuff will spend 80 
hours or more playing through the 
game. When most games promise 
such extensive gameplay, they 
typically provide it with a stream of 
randomly generated dungeons full 
of battle after battle, all to eam a 
little more money or experience. In 
Ascension it seems like you're 
always doing something of major 
importance. It drives you to play 
"just a little longer" and there are 
times when the game presents so 
much content that you simply. 
shake your head in wonder. 


Interfacing with Britannia 
The Avatar's final trip to the fanta- 
sy world of Britannia begins 
humbly enough, with a gentle 
voice urging him to wake up from 
his bed in his home on Earth, and 
prepare for a new adventure. The 
small Earth scenario serves as a 
tutorial, introducing the game 
interface one aspect at a time. It 
takes a little getting used to, but 
it's one of the best 3D interfaces 
we've ever seen. Games like Heretic 
Il or Drakan have great 3rd person 
action controls, but such a scheme 
would never work in a game with 
as much world interaction and item 
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The creature Al is actually pretty good on the rare occasions when it works. 


manipulation as Ascension. 

It is, in many ways, the same 
interface we know from Ultima VII, 
where the right mouse button 
moves you and the left mouse but- 
tons "uses" things. Simply placing 
the cursor on any item lets you 
move it, and dragging it onto 
yourself will add it to your invento- 
ту, or equip the item if it's a 
weapon or armor. The cursor moves 
between three colors, showing how 
far away objects are from you. You 
can freely move objects to or from 
any location where the cursor is 
green, and such items are also in 
the Avatar's "usable" range, for 
opening doors or flipping switches. 
Yellow locations are a little to far to 
directly use or grab the item, but 
you can usually still jump to it. Red 
locations are simply too far away 
for you to affect with anything 
other than an arrow or spell. 
Jumping was the bane of many 
Ultima VIII players, but it's not an 
issue at all this time around. Simply 
press the space bar and the Avatar 
will jump, landing exactly where 
the cursor is, as long as it is green. 
You'll usually make the jump even 
if it's yellow, and this works just as 
well for jumping up on top of 
objects as across chasms. The 
jumping interface works so well we 
actually found ourselves jumping 
to places as a shortcut even if we 
could walk there. 

Though the general "world 
interaction" interface is excellent, it 
does have two major snags: inven- 
tory management and swimming. 
The handy toolbelt provides twelve 
slots to place items or spells, so 
that they may be used with the sin- 
gle press of a function key. There's 
a compass readout, a journal for 
taking care of all the "game" 
options, and a map of Britannia 
(which shows your current location 


if you have a sextant). Wisely, gold 
and arrows have been handled in 
an unrealistic manner. Neither one 
actually take up space in your 
inventory. Rather, you can freely 
carry up to 9,999 gold pieces or 
999 arrows without fear of taking 
up too much room or weight. The 
problem is the backpack—it’s just 
too small. You'll find bags as the 
game progresses and these help 
ease the inventory constraints, but 
you still have to make too many 
hard choices about what useful 
items to take and what to leave 
behind. There's really no good rea- 
son not to allow some items to 
"stack" in a single inventory slot, 
such as potions and reagents. Even 
allowing limited stacks of 1-10 
items per inventory slot would 
greatly ease the pain of trying to 
manage a very limited inventory in 
a world full of stuff you want to 
take with you. 

Swimming is slow and cumber- 
some at best. You'll frequently get 
stuck on walls, and the screen tint- 
ing, though a nice effect, makes it 
incredibly difficult to see anything 
underwater. Compound this prob- 
lem with numerous in difficulties 
climbing out of the water, and 
you'll find that you drown a lot. 
Swimming is rarely fun in a game 
to begin with, but it’s especially 
cumbersome in Ascension, and it’s 
not at all optional. There are quite 
a few occasions where doing a 
good bit of swimming is necessary, 
and it's downright frustrating. 

A few other interface conces- 
sions would have been nice. 
Changing keyboard commands via 
the in-game options menu would 
be a lot easier than editing the 
default.kmp file, and there are 
quite a few things in the options. ini 
file that could go in an in-game 
menu as well (such as the ability to 


Beautiful and interesting locations abound. 


change the Avatar's default move- 
ment from “walk” to “run”). 


A Visual and Aural Treat 
Like No Other 

Britannia is more beautiful now 
than ever before. The 3D world is 
simply the most lush and beautiful 
we've ever seen in an RPG. Where 
most 3D games are limited to 
either dividing the world up into 
relatively small “levels” or dotting 
the landscape with identical fea- 
tures (“oh look, there’s tree num- 
ber seven again!"), Ascension pro- 
vides one huge seamless world full 
of unique and interesting loca- 
tions. There is a small loading 
point as you enter each dungeon, 
but it's rather short. If you want to 
get nit-picky, you could point to 
the obvious joints in some people's 
clothing (particularly women's 
skirts) or the excessive camera 
movement during conversations. 
But any visual gripes pale in com- 
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parison to the sight of the sun set- 
ting over the distant horizon, just 
after a thunderstorm has cleared. 
The visual splendor of this game is 
head and shoulders above any 
competing product. 

The sound is of equal high qual- 
ity. Origin is obviously committed 
to having great sound in their 
games, as they're the only game 
developer to have their own THX- 
certified recording studio. Music 
and sound effects are stellar and 
help set the mood perfectly. Fans of 
the Ultima series will recognize 
mainstays of the series such as 
"Stones" and "Hail Britannia," but 
there are plenty of new musical 
themes as well. Voice acting 
accompanies every single word in 
the game, and while it's rarely 
superb, it's always adequate. The 
option to select full text and 
speech, just speech, or just text is 
available if you prefer. 3D sound is 
included and is pretty good, with 


The Tapestry of Ages tells the tales of all Ultimas past. 


© 
© 


Beautiful sky, beautiful terrain...just plain beautiful. 


EAX providing nice echoes in dun- 
geons and caves. 

All this audio/visual splendor 
comes at a price, though. Ultima 
games are famous for being 
incredible hardware hogs, and the 
final installment in the series is the 
biggest one of all. In fact, it’s 
downright unplayable on most of 
the machines out there. Part of this 
is due to the scope and grandeur of 
the world, and part of it is just 
technical problems. If you've got a 
Voodoo2 or Voodoo? in your 
machine, you can expect the game 
to be playable if your machine has 
at least 128MB. Even then, you'll 
need a fast processor, and will like- 
ly want to tweak the distance of the 
landscape and item clipping 
planes in the options menu to get 
better performance. If you've got 
any other video card, you'll need 
to run the game in Direct3D mode, 
which is simply broken. It func- 
tions, and it looks good, but it's 
beyond slow. The game will fre- 
quently tum into a slide show in 
D3D mode, and the best solution 
for improving game speed is to 
severely limit every detail option 
you can find. It's one thing for a 
game to be optimized for Glide, 
and to be a little faster in that 
mode (as with Unreal Tournament), 
but such incredibly bad perfor- 
mance on the vast majority of 
video cards is simply unacceptable. 
At the time of this writing, Origin 
has just released the first patch to 
fix a compatibility problem and 
handful of bugs, but they still have 
a long way to go before perfor- 
mance becomes acceptable in 
Direct3D. Let's not forget the hard 
drive footprint, either; the game 
proper requires some 600MB to 
install, but the full install is over a 
gigabyte. Saved games will take up 
à lot of space as well. They start at 
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around 2MB and grow to around 
6MB or so by the end of the game, 
so don't be surprised if you make 
300MB or more of saved gams. 


Call the Orkin Man, We've 
Got an Infestation 

Even with a pretty optimal machine 
(A 600MHz Athlon with 128MB of 
RAM and a Voodoo3 card), the 
game exhibits speed problems that 
can only be attributed to memory 
leaks and other problems in the 
code. The longer you play, the 
slower the game gets, until it final- 
ly just crashes or it's time to 
reboot. In fact, we tested the game 
on three very different machines 
and found it to crash at random 
moments on all of them. Besides 
simple crashing problems, there 
are a veritable legion of other bugs 
that don't completely ruin the 
game, but sure make it hard to 
enjoy at times. Sometimes the 
Avatar will simply get stuck, 
unable to move or perform any 
action, making it necessary to 
retum to a previous saved game. 
Objects will sometimes hang in the 
air when they should fall, cursors 
will sometimes disappear, a walk- 
ing person will mysteriously warp 
to a new location, and certain con- 
versation and plot events can 
sometimes misbehave. 

One of the more frustrating tech- 
nical problems with the game is the 
broken creature AI. On the rare 
occasions that it works, it's rather 
good. Smarter enemies will run 
away when wounded, archers will 
try to stay out of reach of your 
sword, and you can even get some 
monsters to fight others. Most of the 
time the enemies just blindly run at 
you, swinging their weapon every 
few seconds. Sometimes they don’t 
activate at all, and you can safely 
shoot them full of arrows or blast 


them with spells from a distance 
while they stand there oblivious to 
your assault. Thus, combat strategy 
is a matter of discovering “what 
weapon works best.” Skeletons fall 
quickly to blunt weapons, ghosts 
are greatly harmed by magic, and 
sea creatures can’t stand lightning. 
The combat portion of the game is 
rather easy, but would certainly be 
more challenging if the enemy Al 
were fixed. 

Underneath all the bugs and 
technical problems lies one of the 
greatest RPGs of recent years. Most 
players will probably have the 
whole experience ruined for them, 
though. It’s obvious that a market- 
ing decision was made to get the 
game out in time for the holiday 
season, and it really hurt the prod- 
uct's quality in a major way. Some 
bugs are technical in nature and are 
related to DirectX, drivers, and 


compatibility problems, but over 
100 bugs were found in the first 
week of release—nobody's QA 
department is that incompetent. If 
and when Origin manages to fix the 
bugs and improve performance, 
Ultima IX Ascension will be our 
most heartily recommended RPG in 
recent memory. In its present state, 
it's a game only a serious Ultima 
fan can tolerate. —/ason Cross 


I can see your house from here! 
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Note that the little overview map only shows perhaps a quarter (perhaps 
less) of the full map—The Alexandria scenario is big. 


Pharaoh 


What's a Roman god doing in an 


Egyptian game? 


hat Sierra now calls the City 
W Building Series has, until now, 

be set in Rome. For Pharaoh, 
though, the designers made the 
jump to Egypt, and in many ways 
it's a very enjoyable move indeed. 
It's funny, though, that one ele- 
ment of Rome happened to move 
over to the new game, specifically 
the god Janus. Okay, he's not actu- 
ally represented in the game 
(unlike the Egyptian gods), but 
he's there in spirit in the gameplay, 
even more strongly, perhaps, than 
in the earlier games set in Rome. 

Janus is the Roman god of gates 

and doorways, and has a face on 
the front and back of his head. His 
godly specialty of gates has been 
largely forgotten, but he lives on as 
a metaphor for something that's 
two- faced, with pluses and minus- 
es. Pharaoh is one of the strongest 
examples of Janus-like gameplay 
in a long time. On one gameplay 
face (luckily the predominant one) 
it's enormously entertaining and 
engrossing and just plain fun. 
Unfortunately all those superlatives 
are dimmed by the second, smaller 
face, which sometimes introduces 


32MB RAM 
MULTIPLAYER 
RATINGS | 


None 


frustration or even extreme bore- 
dom into the mix. It's ironic, too, 
that some of the features intro- 
duced to make the game not just 
Caesar 3.5 only exacerbate these 
problems—but that's getting ahead 
of things. 


Home, home on the Nile 
If the Caesar games can be nick- 
named SimRome, Pharaoh could be 
nicknamed SimNile. Yes, Nile, and 
not Egypt, because it’s really the 
Nile that made the nation (and the 
culture, and the economy, and so 
on), and that’s reflected in the 
game. The campaign, which is the 
core of the game, covers thousands 
of years of Egyptian history, and is 
broken up into the major periods of 
that history (made most obvious by 
the different monuments that 
become available, but also, toa 
lesser extent, by the technology 
and structures you'll be able to 
access). When playing through the 
campaign you're sometimes given 
the choice of which scenario to 
choose, which increases replayabil- 
ity. Even if you don’t want to play 
the full campaign, you’ve got a 
number of solo scenarios to enjoy. 
Some of these have goals like the 
campaign scenarios, while others 
are free-form “sandbox” scenarios 
that let you do whatever you'd like 
(there's a pun involved in having a 
sandbox mode in a game set in 
Egypt, but dum if | can find it). 
These games are, as the series 
titles implies, mostly about build- 
ing cities. You're given absolute 


Often addictive gameplay, great 
atmosphere, visually appealing, 
proudly single player. 


THE BUZZ 


release." 


power to set down everything 
from roads to farms to mines to 
schools for dancing girls. You're 
also given absolute responsibility 
for the success of it all, and there- 
in lies the challenge. As in the 
modern world, nothing comes 
completely free, so to succeed as 
the lord of your city you must 
make certain it "works" as a city. 
Fail at this, and the city begins to 
(eventually literally) fall apart— 
everything begins to go wrong. 
You start each scenario in the 
game with a blank map of some 
typically Egyptian terrain (in a few 
of the single scenarios these seem 
to be based on actual locations; it's 
hard to say if the campaign ones 
are actual or just representative). 


S Na 


giving you needed information. 
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Many phases of tedium and frustration, 
especially towards the end of scenarios. 


[above] The kingdom map lets you 
examine the trade links you've estab- 
lished and keep an eye on enemy 
armies (but only once they've gotten 
close to your city). 


Пей] Sometimes you just end up "shot- 
gunning" city development. 


"Pharaoh is a very good city-building game. It's full of choices, options 
and is challenging. It's also very dull, especially if you've played Caesar 
Ш. It feels more like a Casear Ill add-on than a new game.”  —Blackadar 


"This is a very entertaining game that has kept me engrossed since its 


—Frank Davis 


Maps range in size from fairly small 
(especially early on) to huge (the 
Alexandria stand-alone scenario). 
Most of the time the Nile or a tribu- 
tary will be a major presence on a 
map, often with associated lands 
upon which most of your city will 
depend: the rich farmlands of the 
flood plains, reed beds, maybe 
even limited stands of trees. You 
may also get farmland out of the 
flood plain, but this won't be as 
rich. Maps may have rough lands 
from which you'll mind gold and 
gems and quarry different types of 
stone (as with all the games in this 
series, there are no true hills), and 
you may find game dotted about 
the country near the river. Many 
maps, too, will feature stretches of 
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Stages of growth, from a virgin land... 


„to a growing but still rough city... ..Ло a city that's almost reached it's final develop- 


mental stage (for this scenario at least). 


desert, land quite handy for monu- 
ment building (with the Nile the 
major factor in the game). 

You start every city in pretty 
much the same fashion: build some 
houses, set up sources of water and 
food, then wait for new residents. 
The process from then on is basi- 
cally an iterative growth cycle, with 
you always juggling the ever- 
increasing needs of a growing city. 
Each scenario will feature "mission 
goals" broken into one (or more) of 
several categories: achieve a cer- 
tain population or reach a certain 
culture (strongly influenced by 
your relative wealth), prosperity 
(income), monument (directly 
related to the monuments you must 
build), and kingdom (outside rela- 
tionships) levels. You'll often find 
that attempts to increase ratings in 
one area can have an adverse effect 
in another unless you're careful. 

This is a game for folks who 
enjoy planning; while you can 
play it in a haphazard fashion, 
you'll do much better if you come 
up with an idea for your city 
before you put down your first 
housing area. The game features a 
wealth of structures and facilities 
for you to build your city with. 
Looking at the screenshots you 
may find this variety overwhelm- 
ing, but you'll find that these get 
introduced at a steady, sensible 
rate—almost like an extended 
tutorial. Actually one nice feature 
is how far into the campaign new 
items get added—it helps keep 
things interesting. 

The actual process of building 
up a city is just plain enjoyable, 
even done repeatedly (although 
it’s probably more enjoyable if 
you don’t try to plow through the 
campaign all at once). It’s during 
this time that you've always got 
something to do, something to 
keep you occupied no matter what 
skill level you play on. Along the 
way, you get great atmosphere as 
well. The background music fits in 
well, the incidental sounds 
enhance but don't intrude, and 
the wonderful visuals are a solid 
example of the strengths of good 
old 2D art. 


| The other face 

| Ah, if only that fun could carry 
| throughout the Pharaoh gameplay 

| experience, but alas you can also 

| run into frustration and tedium. The 
| frustration comes from the rapidity 
| with which things can fall apart and 
| the oddities of the game's system of 
| “walkers.” At even moderate skill 

|| levels, things can go very wrong 

| very quickly—it seems like there's a 
| mismatch between skill level and 

| actual difficulty. Sure, you can set 

| the skill level to its lowest setting, 


Using the tax overlay to get an idea 
of where and how recently income 
has been collected. 


but that means there are few actual 
challenges. Also, at the higher levels 
the difficulties seem to be focused 
in a single category, especially 
fires. Yes, proper management of 
your city growth can help offset 
this, but it's balanced on an awfully 
fine knife-edge, one made worse by 
the other frustration, the walkers. 
Walkers are the game's way of 
moving resources about the city. 
Plop down a market, and a walker 
from the market will visit houses in 
the neighborhood to sell them 
goods (bit backwards, that). Others 
will help reduce the risk of fire or 
illness, collect taxes, and so on. It's 
certainly more colorful a system 
than, say, SimCity' s (where build- 
ings have influence over an area), 
but it can be frustrating because 
the walkers (and your city can have 
dozens or hundreds of them) can 
often wander far from home while 
missing the block right next door 
you want them to visit. The game 
lets you set up roadblocks, but this 
can cause other problems. Ideal 
solution would've been a mixture 


es e$ city and reach all your other sce- 
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of the area idea and the walker 
idea—restrict the walker to a cer- 
tain region (rather like wandering 
staff in Rollercoaster Tycoon)—or 
the ability to give the walkers spe- 
cific paths to follow. 

Frustration, though, can’t hold a 
candle to the negative of boredom, 
especially when it comes to monu- 
ment building (pyramids, sphinx- 
es, and more). Most buildings in 
the game are constructed instantly, 
but monuments take time—lots and 
lots of it. The problem is that you 
have little direct involvement in the 
construction. You pick a spot, 
make sure there are the resources 
and labor available, and tell your 
people to have at it. You then 
watch. Yes, if you get started early 
you may have your city to build 


| up, and at that point the fun level 


remains high. Chances are good, 
however, that you'll build up your 


u 


The Nile—life blood of "the black 
lands." (The hippos are cool!) 


| nario goals long before your work- 

| ers finish constructing your monu- 

| ment (heaven help you if you have 

| to build multiples). If you've got 

|| the difficulty set high you can 

| spend the time dealing with disas- 

| ters, but for the most part you 

| probably won't want to fiddle with 

| the city for fear of messing some- 

| thing up. So instead you sit and 

! watch, sometimes for hours of real 

i time, running an occasional festi- 

| val to the gods or responding to 

| some Pharaonic request. It takes 

| less time to watch paint dry. Even 

! when you've maxed out the work- 

| ers that can fit on a monument, 

| things seem to plod along at a 

| fixed rate. At the end of the sce- 

| nario you'll find а monument took 

|| a realistic amount of time in game 

; years, but what fun is that if most 

| of your actions in the scenario were 

| completed in half that time? Like 

! many Pharaohs, you'll often find 

4 yourself wondering if they'll finish 

the damn thing before you die. 
And that's a shame, because in 

so many ways Pharaoh is an excel- 

lent game. With the frustration/- 

boredom levels it can generate, 

though, it's not for the faint of 

heart. If you can place tinkering 

ahead of campaign progression, 

you'll probably find a great expe- 

rience, but for the rest of us 

Pharaoh is Janus indeed. 

—Scott Udell 
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Egyptian gods play а significant role 
in the game—the higher the difficulty, 
the more significant the role, and the 
grumpier the gods. 


Join the discussion at www.cdmaq.com/cqi-bin/Webx?13@@.ee6e8ed 


Check out the tips at www.cdmag.com/articles/024/180/pharaoh. tips.html 
Get the demo from www.cdmag.com/articles/023/107/pharaoh. demo.html 
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Amazing levels, some clever puzzles, 
lots of great action, tons of gameplay. 


DOWNSIDE . 


Often illogically hard, swimming prob- 
lems, some logic bugs. 


"Reach into my pocket, little girl..." 


The cut scenes throughout are fabulous. 


Tomb Raider: The Last Revelation 


Lara returns with a vengeance in her best adventure to date 


fter consecutive sub-par 
M who would have 
guessed that buxom cover girl 

Lara Croft would come storming 
back with a game as good as The 
Last Revelation? While the develop- 
ers at Core Design still haven't 
made any great technological or 
gameplay leaps with the series, it's 
as if they listened to every single 
complaint directed toward the last 
two entries. Want more tombs? 
Here you go. How about less com- 
bat and more puzzles? No prob- 
lem. Want a greater challenge? 
This game is seriously hard—too 
much so in places—and will test 
even the most veteran player. 

Those that focus on the game's 
seemingly dated technology are 
really missing the point—it's the 
gameplay that matters. Besides, by 
most standards the game looks (and 
especially sounds) fabulous, and 
they've really played to the engine's 
strengths—it's ability to render large 
and complex square-ish environ- 
ments (and it's refreshing to have a 
3D game runs so smoothly on a wide 
variety of systems). There's none of 
the laughable attempts at organic 
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environments of the last game, few 
of the clipping problems that have 
always plagued the series, and 
enough colored lighting and slick 
effects to keep the technophiles 
somewhat happy. 

In an obvious nod to /ndiana 
Jones and the Last Crusade, the game 
opens with a level where you control 
a 16-year old Lara Croft as her men- 
tor—Dr. Wemer Von Croy—is training 
her. While it's tough not to find their 
somewhat innuendo-laden banter 
slightly creepy, it's a flat level (no. 
pun intended) that will bore retum- 
ing players and not serve as a par- 
ticularly useful tutorial for beginners 
(who will never make it through the 
game's later levels anyway). 

Once in the game proper, how- 
ever, you're given a superior plot 
(which ties into the opening rather 
nicely) and absolutely fantastic cut 
scenes, the likes of which this series 
has never seen. The opening batch 
of levels is superb, starting out rel- 
atively easy with a gradual escala- 
tion in difficulty. The gameplay 
and interface remains the same; 
you control Lara with either the 
keyboard or a gamepad and she 
runs, jumps and shoots here way 
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many vague goals that force a lot 
of dull backtracking. Many people 
have also reported game logic 
problems, with certain events not 
being triggered properly (none 
were observed during our play). 
Unlike past games in the series, 
there aren't typical levels, per se; 
instead, some are so large they 
require multiple loading 
sequences, allowing you to jump 
back and forth between areas. 
Unfortunately, you often do some- 
thing in one area that affects the 
other, and you'll need to run back 
and forth just to see what's 
changed, which sometimes isn't as 
obvious as it should be. Lara now 
looks at some interesting objects, 
with the camera moving along 


Now this is a proper Tomb Raider 


Fortunately, this dull stretch is in 
the middle of the game, because 
the once you're back into the pyra- 
mids, everything starts to fall into 
place. These later levels focus 
almost exclusively on the jumping 
puzzles and traps that made the 
series so compelling in the first 
place. And the finale... well, with- 
out giving anything away, it's a 
cliffhanger that's perhaps too 
brazen in its desire to force players 
to buy the next entry in the series. 

Even if The Last Revelation doesn't 
have the overall "wow" impact of the 
original Tomb Raider, it's in every 
respect a better game, with signifi- 
cant improvements in storyline and 
level design. In fact, if it weren't for 
a few bug-related and game-bal- 
ancing issues, this would be one of 
the better games of the year. As it 
stands, it's merely an excellent one, 
humbling most of its competitors. 
Welcome back Lara. Thanks for the 
reminder why we loved you in the 
first place. —5teve Bauman 
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TMA (Too Many Acronyms) 


Final Fantasy feedback 
Regarding Final Fantasy VIII [CGM 
110]. | don't have a PlayStation and 
| bought Final Fantasy VII for the PC 
a while ago. Unfortunately | was 
very disappointed, as the back- 
grounds and full-motion videos 
were of very poor quality. | was left 
wishing | had saved my money and 
just bought a PlayStation. 

If Square's PC Final Fantasy VII 
was any indication of the upcom- 
ing sequel, I'll buy a PlayStation, 
thank you very much. 

Orinthe Ducvantol 


Well, we have good news and bad 
news. The good news is that the cut 
scenes look incredible on the PC; 
surely they're a new high-water- 
mark for rendered graphics, peri- 
od. Unfortunately, for some inex- 
plicable reason, the backgrounds 
are still really low-resolution. —ed 


Review review 
Your review of Age of Empires II 
[CGM 110] was absolutely superb. 
You weren't too nice or harsh. I 
would also like to say that all of 
your reviews are this way, but this 
is one that | thought really 
deserved attention. You guys have 
the best magazine reviews | have 
ever seen. | am definitely subscrib- 
ing in years to come! 

By the way, ed is really funny (1 
mean it). 

David 


Flattery will always get your letter 
published. —ed 


Acronym attack 
| was reading the hardware section 
of your magazine [CGM 109] and | 
noticed an abnormal rash of 
acronyms. Having nothing better 
to do [obviously —ed], | began to 
write them down as they came, 
making a complete listing of them: 
3D: 16, MHz: 15, TNT: 13, TV: 9, MB: 
9, Mbps: 7, EQ: 6, TEL: А, DVD: 4, 
2D: 4, CPU: 3, PC: 3, ATA: 3, M: 3, 
RAMDAC: 2, SDRAM: 2, AGP: 2, RAM: 
2, GPU: 2, DVD-ROM: 2, CD-ROM: 2, 
LAN: 1, АРІ: 1, P2: 1, 5540: 1, Pill: 1, 
VGA: 1. FXTL: 1, S3TL: 1, 2: 1, S3TC: 1, 
P100: 1, CD: 1, MB/s: 1 Hz: 1 

This is a total of 124 acronyms. 

| next went to the review of 
Command and Conquer: Tiberian 
Sun and counted the following: 


NOD: 27 (yes, | know this isn't an 
acronym, but it's always in caps, 
and it looks like it), GDI: 22, RTS: 9, 
Al: 8, SAM: 4, C&C: 2, MB: 1, CD: 1, 
TCP/IP:1, IPX: 1, A.D.: 1, MCV: 1, 
CNN: 1, EMP: 1, APC: 1 

This is a total of 81 acronyms (54 
without NOD) 

Now, if anyone can tell me what 
all of these acronyms mean, you 
need to get out more. 

Sean Zahphreek 


The gauntlet has been thrown 
down. Readers, start your e-mail 
software... —ed 


Official AOL letters? 
Why do you people constantly 
complain about AOL. There is noth- 
ing wrong with it—if it was so bad, 
would it be the top Internet 
provider in the country. So repeat 
after me... AOL is good, AOL is 
great, we surrender ourselves to 
AOL as of this date.... 
Feel better now? 

Jason46019 


Throughout my years using the 
internet [on AOL, which only sorta 
counts as the Internet —ed], there is 
one thing that always seems to get 
to me. "dammit" is not a word! To 
all the people out there who don't 
know how to speak some good 
damn English, damn it, type 
"damn it" next time! 


RulerOf 


Hi | like noodles, do you? One time | 


| was trying to slap the crabs off of 


me with noodles and I hit myself in 
the brain. I like the feel of the cold 
tile of the kitchen floor on my face. 

One time my computer said 
"FATAL ERROR” so | smashed it over 
my head till | caught on fire. 

I like to play StarCraft. | am very 
good. | have best record on 
Battle.net: 2 wins, O losses and 
300 disconnects. 

Don’t blame me for having AOL, 
the devil made me do it. He says, 
“Are you maintaining your AOL 
account, minion?” 

1 saym “Yes sir, Mr. Steve Case, Sir!” 

Josh316SCU 


| must say that your pictures for the 
Tiberiun Sun article were right on. 
When will the masses learn that we 
are so like those crazy little men; 


Let the flood of letters begin... 


I HATE IT HOW EVERYONE SAYS EVERQUEST IS SO GREAT! It really pisses 
me off! [Obviously. ed] 

EverQuest sucks so badly that it’s not even funny. My theory is 
they are so addicted they think they need it to live. Once they’re over 
their addiction, they think, “oh, this game sucks ass.” 

Гат speaking from a survivor’s point of view, here. | was in 
the beta, and that was cool because unlike now, they had real 
events. When the game was released, | was addicted for awhile 
and got to level 27 in the first two months of release. Then | actu- 
ally got a life and thought to myself, “This game sucks ass. Who 
the hell wants to play a game where you just kill crap and chat?” 
That isn’t role-playing. 

What a pointless crappy game. There must be a conspiracy where 
they hypnotize you with the pretty magic so you get addicted. And 
they make it really hard to end your account. | had to call in like five 
times to get it done. 

Oh, by the way, the magazine rocks. The only review you were 
ever wrong about was crappy EverQuest. 


jonjon the big jon 


So how do you really feel? Don’t hold back. 

We’ve been working with Verant on integrating their hypnosis 
technology into the layouts of the magazine. The goal is to dupe 
readers into thinking the magazine rocks. It’s good to see it’s work- 
ing. —ed 


we are all controlled by some great 
and mighty being (no not you). 
Yes, we must show our gratitude to 
the mighty commander, who 


| tree) and some kibble for Sparky, 
resides only in our heads, along | 
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my long dead ferret. 

Bye, myself go back to padded 
room now, have fun in editorial 
land, which | visited once on my 
way to Grammy's shack. 

Sorry for AOL account, the fish won 
the coin. 


with so many other voices. 
So, that's why | want a pony for 
Christmas, Santa. Please send free 


stuff to my house (it has a palm Hamstrhuey 
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"STAR TREK: KLIN- 
GON ACADEMY' All 
New 3D Engine 
includes a 30 mission, 
solo-play campaign & 
multiplayer mode. 
Features 3D interactive 
space terrain, innova- 
tive gunnery chair, | 
over 40 new warships, 
10 new weapon sys- 
tems, and a compre- 
hensive mission editor. 
Create your own mis- @ 
sions or even an entire 
campaign featuring all 
6 races, diverse terrain 
and over 50 starships. 


Interplay (Action) 
Release: 2/0! 
PC CD 


д Hours 


oeng a Week 


COMPUTER GAMES: ACTION 


‘HALF-LIFE: TEAM FORTRESS 2' 
Experience the thrill of battle while 
performing as part of a team or bat- 


tle squadron. This unique approach || 


closely approximates real-life battle 
& enables new & experienced play- 
ers to play together in a way that 
challenges each individual. Features 
9 classes of player, 20 unique maps 
stretched over 4 campaigns, & 
more than a dozen sophisticated 
weapons based on real weapons. 
Sierra (Action) 

Release: 3/00 

Pc cD 


‘SOLDIER OF FORTUNE’ You're 
the world's deadliest Soldier of 
Fortune & your mission is clear: 
survive. Track your prey across the 
globe in a series of secret missions 
to take down a fanatical terrorist 
organizatioi 
10 missions; ultra-realistic 
weapons, enemies & environments; 
and multiplayer mode (Deathmatch, 
Assassin, Arsenal & Capture The 
Flag). 

Activision (Action) 

Release: 2/00 

PC CD 


Features 26 levels in | 


“PANZER ELITE’ You'll see action 
across North Africa, Italy and 
Normandy as you take on historical- 
ly accurate missions featuring a 
huge range of challenges including 
scouting, protecting truck convoys 
and villages and the search & res- 
cue of missing units. Features 4 di 
ferent authentic vehicles, an 
advanced Al, fully interactive 3D. 
environments, 
accurate weaponry. 
Psygnosis (Simulation) 
Release: N 

PC CD 


and historically | 


sonal 50's jet fighter simulation. 
Without radar-guided missiles, 
you'll need to get in close to blow. 
your opponent from the skies; & at 
a speed of 1000mph, that's not 
going to be easy. Features scaleable 
involvement, real dynamic cam- 
paigning, 8-12 player head-to-head 
network play, over 100 aircraft in 


‘MIG ALLEY’ is the up close & per- [7 


the skies at any one time, & incred- ie 


ibly complex enemy Al routines. 
Empire (Simulation) 
Release: NOW 

PC CD 


‘SILENT HUNTER II’ recreates the 
battles between Hitler's U-boat 
force & Allied convoys. Multiplayer 
mode for hot action & cooperative 
play over the Internet or LAN. 
Multiple difficulty levels & enhanced 
dynamic campaign complete a very 
detailed & realistic environment. 


Mindscape (Simulation) 
Release: 2/ 


SPlus300Pgt 


SILENT HUNTER ЈИ 


Tme Вага Раісе Tme Retease Price Tme RELEASE РАСЕ Тт RELEASE Price 
A War in Heaven 10/99 $19.99 Duke 3D Nuclear Wnter 03/98 $1599 Recoil 03/99 $37.99 Starsiege: Tribes 12198 $29.99 
Abomination 10/99 $3499 Duke Nukm 30 Atomic 01/97 $19.99 Redneck Rampge Lvs 03/98 $19.99 Sub Culture 11/97 $1999 
Alien Ressurection 10/99 $48.99 Forsaken 05/98 $14.99 Requiem 04/99 $29.99 SWAT 3: Close Quarters 12/99 $44.99 
Alien Vs Predator 06/99 $39.99 Guardians of Darkness 06/99 $44.99 Road Wars 04/99 $44.99 System Shock 2 08/99 $44.99 
Animaniacs: Splat Ball 10/99 $18.99 Gulf War.Op Desert Hmmr09/99. $26.99 Tachyon: The Fringe 11/99 $38.99 
‘Armor Command 03/98 $39.99 Half Life 11/98 $2999 Shadow Master 03/98 $39.99 Terminus 05/99 $48.99 
BankHeist 12/09 539.99 Shattered Reality 07/99 $42.99 Thief Gold: Dark Projet 11/99 $24.99 
Battlezone 03/98 $19.99 Heavy Gear 11/97 $20.99 SHOGO: Mobile Armr Div 10/98 $36.99 Tomb Raider 2 Gold 06/99 $24.99 
Batilezone 2 11/99 $3999 Heavy Gear 2 06/99 $2999 Sin Mission Pack 1 02/99 $19.99 Tomb Raider 3 11/98 $19.99 
Battlezone Level Pack 04/99 $18.99 — Heavy Metal 02/00 $46.99 — Slave Zero 11/99 $37.99 Tomb Raider 4 11/99 $33.99 
Battlezone: Red Odyssey 04/99 $27.99 Heretic 2 12/98 $39.99 Spec Ops 2 11/99 $43.99 Tomb Raider Gold 03/98 $14.99 
Blood 2 12/98 $4299 Hexen 2 09/97 $26.99 — Spec Ops Add On 11/98 $9.99 Twisted Metal 2 11/97 $1999 
Blood 2: Nightmare Lvls 03/99 $18.99 Hexen 2: Portal Praevus 04/98 $24.99 Spec Ops: Rngrs Ld Way 04/98 $17.99 Unreal 06/98 $28.99 
Carmageddon 07/97 $18.99 Hidd Dang Меза Pk 12/99 $29.99 Star Trek Hidden Evil 11/99 $44.99 — Unreal Level Pack 07/99 $19.99 
Carmageddon 2 11/98 $39.99 Hidden & Dangerous 07/99 $44.99 Star Trek Kling HnrGrd 10/98 $9.99 
Carmageddon High Octane09/98 $12.99 Hostile Waters 10/99 $39.99 Star Trk 059 Fallen 11/99 $44.99 Urban Chaos 12/99 $36.99 
Carnivores 2 09/99 $18.99 Hunter Hunter 09/99 $18.99 
Claw 04/98 $19.99 Incoming 07/98 $36.99 |'THIEF Il: THE METAL AGE’ You 
Cybermercs 03/99 $39.99 Interstate 76 03/97 $1999 |аге Garrett, the master thief in a 
‚Cyberstrike 2 11/98 $19.99 Interstate 76 Arsenal. 03/98 $38.99 | quest to make a living at what you 3 i 
)9 Interstate 82 11/99 $39.99 |do best - stealing things. Features ü 
Dark Vengeance. 12/98 $14.99 Jazz Jackrabbit 2 09/98 $26.99 | artificial intelligence, all new story | је if / 
Defiance 11/97 $15.99 Kingpin: Life Crime 07/99 $3499 |line, renderer enhancements, & a Ш 
Delta Force 10/98 $29.99 Maximum Overkill 10/99 $4499 | cooperative multiplayer mode. A TUI METAL AGE 
Delta Force 2 10/99 $38.99 Messiah 12/99 $39.99 | special difficulty level adds multi- 
Demolition Racer 09/99 $26.99 Mob Rule 08/99 $38.99 | player-specific mission objectives, dX dox 4 
Descent 3 06/99 $29.99 Monstro! 12/99 $4499 | puzzles, & traps that require coor- 
Nam 07/98 $19.99 | dinated action to defeat. |" 
Descent Freespace 06/98 $17.99 Oni 02/00 $44.99 | 
Descent: Freespace2 10/99 $39.99 Quake 2 12/97 $1999 Eidos (Action) "= 
Dethkarz 01/99 $35.99 Quake2MissionPk2 09/98 512.99 Release: 4/00 
Devastator 07/99 $44.99 Quake 2 Zaero 05/9 $28.99 |PC CD 
DF 2 Jedi Knight wSith 09/98 $29.99 
Die by the Sword 03/98 $29.99 Quake Mission Pack! 03/97 $14.99 Star Trk Kingon Acadmy 11/99 $48.99 Warzone 2120 12/99 $39.99 
Drakan 08/99 $39.99 Quake Mission Pak? 04/97 $15.99 — Slarlancer 11/99 $4899 Wolfenstein 3D 03/98 $17.99 
Driver 10/99 $34.99 Quake: X-Men for Oke 12/97 $19.99 Starshot 08/89 $27.98 Wrhmmr 40k Agents Dth 12/99 $42.99 
Duke 30 Lifes Beach 02/98 $19.99 Rainbow Six Gold 06/99 $27.99 __Starsiege Tribes 2 02/00 $4599 WWIIG.. 05/99 $19.99. 
COMPUTER GAMES: SIMULATION 
1943 Euro Air War 11/98 $29.99 — iPanzer44 04/98 $9.99 MSFS9BAirRaces 04/99 $18.99 
30 Railroad Master 10/98 $49.99 3 MS FS 98 Airbus 2000 09/99 $29.99 Pedal to the Metal 08/99 $29.99 
Air Warrior 3 12/97 $1999 Jane's USAF 10/99 $38.99 MS FS 98 Dang Airport 02/99 $25.99 Powerslide 12/98 $32,99 
АМА Superbike 09/99 $39.99 Jet Fighter 3 Classic 09/99 $18.99 MS FS 98 Flight Bag 05/99 $29.99 Privateer 03/95 5999 
Apache 08/95 $9.99 Jet Fighter 3 Platinum 11/97 $34.99 MS FS 98 FSGlobal Scnry 09/99 $29.99 Privateer 2 SE 12/97 $39.99 
Apache Havoc 04/99 $39.99 Jet Fighter Full Bum 07/98 $19.99  MSFS98GrndCanyon 09/99 $19.99 Pro Pilot 2000 12/99 $44.99 
Apollo 18 03/99 $35.99 — Kid Pilot 01/99 $19.99 MS FS 98 Insnt Airpln Mkr02/99 $26.99 Pro Pilot USA 12/98 $19.99 
Ares Rising 09/98 $19.99 Luftwaffe Commander 12/98 $29.99 MS FS 98 Медабсепегу 11/98 $31.99 R/C Pilot 02/99 $99.99 
у MechWarrior 3 06/99 $29.99 MS FS 98 Scnry Onsind 09/99 $28.99 Red Baron 2 12/97 $9.99 
Burnout Chmp Drgrog CE 11/98 $37.99 MechWarrior 3 Exp Pk 12/99 $28.99 MS FS 98: Concorde 01/99 $26.99 Red Baron 3D 11/98 $34.99 
Caesars Palace 2000 11/89 $27.99 Midnight GT 10/09 $3999 М FS 98: RAF 04/99 $26.90 Red Line Racer 08/98 $39.99 
Castrol Honda Sbike 2000 09/99 $42.99 Mig Alley 12/99 $39.99 MSFSAirbus2000 10/99 $22.99 Redline 03/99 $17.99 
Castrol Honda Superbike 05/98 $29.99 Monster Truck Madnss 2 07/98 $39.99 MS FS Airport 2kv.2 11/99 $3999 — ReVolt 09/99 $33.99 
Comanche 4 10/99 $38.99 — Moto Racer GP 2 11/98 $18.99 М5 FS Custm Рам Dsgn 09/99 $28.99 Silent Hunter 2 11/99 $48.99 
Comanche Gold 05/98 $29.99 Motocross Madness 08/98 $44.99 М5 FS Global Scen Upgrd 09/99 $29.99 Silent Hunter CE 10/97 $12.99 
Curse You! Red Baron 06/99 $19.99 Motocross Madness? 12/99 $42.99 MS FS WOW 10/99 $2499 Skydive! 07/99 $18.99 
Dawn of Aces. 12/98 $14.99 MS CFS Battle Midway 08/99 528.99 MS FS98 Fly the Best 08/99 $2899 55 SODA Off Road Rcing 07/98 $19.99 
Dirt Track Racing 10/99 $19.99 МӘ CFS Combat Exp Pk 10/99 $19.99 NASCAR Legends 10/99 $39.99 Starsiege 03/99 $22.99 
EF 2000 У 2 07/97 $19.99 М5 CFSCombatPiloti 01/00 $33.99 Nations Fighter Command 10/99 $35.99 Start Up 09/99 $44.99 
Extreme Assault 07/97 $29.99 MS Combat Flight Sim 11/98 $48.99 Need for Speed 3 09/98 $18.99 Steel Beasts 11/99 $44.99 
Extreme G2 12199 $28.00 Need for Speed 4 06/99 $4299 — SU-27 Flanker 2 10/99 $49.99 
МАЧВЕ Super Home 01/00 $39.99 Рас ge SUPER HORNET” A high а 50-27 Squadm Comm Ed 10/97 $25.99 
FAS 03/98 $18.99 a Superbike World Champ 03/99 $18.99 
performance, multi-role jet fighter 
F-16 Agressor ово $42.99 Manabe (of precision Weapons Test Drive 5 12/98 $24.99 
F-22.ADFRed Sea Ops 1088 $1599 | Getivery in day, night and adverse Test Drive 6 10/99 $26.99 
F-22 Lightning 3 05/99 $2999 | yeather conditions, Take-off and Test Drive Le Mans 12/89 $44.99 
F22 Total Air War 10/98 $3899 апап, on the world's first full Test Drive Off Rd 2 11/98 $16.99 
y 
takon 2 Classic 1097 $1239 | interactive carrier deck, 40 mis- 
Falcon 40 wBinder 12/98 $19.99 | Sions, 2 war zones, Multiplayer Tie Fohtr Cllct w/Vhc Ref 12/98 $32.99 
Fighter Ace 2 1089 $4839 |head-io-head network play for up Tie Fightr Coll 11/95 $19.99 
Fighter Squad; SDOE 0399 $39.99 | 024, & cutting-edge Weaponry: TOCA Racing 12/08 $19.99 
Flight Unlimited 3 09/99 $38.99 а d Тор Gun 2 Hornets Nest 01/99 $18.99 
FLY! 08/99 $29.99 Train Dispatcher 2 08/98 $39.99 
Flying Corps Gold 02/98 $18.99 " " Vangers 07/98 $25.99 
Front Line Fighters 08/98 $29.99 Intarelay nalen) Vitrual Pool Hall 11/99 $27.99 
Grand Prix 500 1899 $2899 | pe ED Wing Comm 5: Prpcy Gld 10/98 $37.99 
iF/A-18 CSF 08/98 $37.99 Wings of Destiny 11/99 $39.99 
iF-22 Raptor 07/97 $19.99 Need Speed 5:Mtr City 12/99 $44.99 WWII Fighters 11/98 $28.99 
1F-22 v5.0 03/98 $35.99 MS Flight Sim 98. 09/97 $54.99 Newman Haas Racing 11/98 $39.99  X-CarExprmnüRcn 08/97 $15.99 
MS Flight Sim Triple Pk 08/98 $16.99 NHRA Drag Racing 09/99 $19.99 Х-Сот Interceptor 06/98 5999 
Inertia 04/99 $43.99 MS FS 98 Afren Safri 02/99 $25.99 Nuclear Strike 11/97 $1499 — Xenocracy 02/99 $39.99 
Interceptor 03/99 $26.99 MS FS 98 Air Force One 09/98 $29.99 Panzer Commander 05/98 $12.99 X-Wing Alliance 03/99 $45.99 
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‘STAR TREK: NEW 
ag WORLDS’ Play as the 
id Federation, Klingons or 
STAR FRE the Romulans in the 
N W ns year 2292. Each race 
m offers a new style of 
gameplay, race behav- 
lors and a view of the 
| | games story arc from 3. 
|| а " »] el а е a R ] А = aen С 
ASES eatures a variety ој 
| d N 21949 а ewe. single player and up to 
6 multi-player mission 
vx Objectives. You have 
W Lo k s complete control over 
НЕ wW the 3D world and its 
ICES) inhabitants, 
COMPUTER GAMES: STRATEGY NEU 
Tme Reuase Price тте Вандзе Расе тте Reease Price Tme Reuse Расе Release: 2/00 
1830 RR/Rbbr Baron 04/95 $19.99 Dark Colony 08/97 $9.99 Imperialism 2 04/99 $29.99 Profitania Deluxe 08/99 $29.99 
7th Legion 10/97 $10.99 Dark Reign Риге War 09/97 $27.99 Imperium Galactica 06/97 $32.99 Railroad Tycoon 2 11/98 $26.99 
AD&D Birthright 07/97 $27.99 Imperium Galactica? 01/00 $41.99 Railroad Tycoon 2Gld 09/99 $39.99 “THE SIMS’ Create an endless vari- 
Аде Empires Fin! Congst 07/98 $18.99 Disciples: Sacred Lands 10/99 $39.99 Incoming Forces 11/99 $4499 Reach for Stars 11/99 $39.98 ety of characters & families. Make 
Age of Empires 10/97 $29.99 Dominant Species 10/98 $29.99 Incubation 10/97 $38.99 Risk 11/06 $19.99 i friends, have conversations, insult 
Dominion Strm Ovr Gft3 06/98 $14.99 Incubation:Wilderness 05/98 $19.99 neighbors, have children. Build the 
"REACH FOR THE STARS' A turn-based strategy game of ти а Ri RE POTE ot vou dreams power 
galactic exploration, colonization & conquest, this all-new Roller Cstr To Ў ig! ня Ра 
A yExpPk 11/99 $19.99 floors. Create a private paradise with 
Reach For The Stars builds upon the foundation created bY) AA yon 2: ond Century 0599 $18.99 € landscaping tools. Buy hot tubs, 
its legendary predecessor. Dive into the immense range of Ruthless. m 41/98 $999 EI M els Ive xam 00) 
player controlled game parameters or simply focus On| Seters 2 Goig 0497 $19.99 tables, & giant-screen Ts. Over 
pact exploration and enemy destruction. Features MOTE | Settlers 2 Mission Disk 03/97 $11.99 150 different objects to furnish your 
an 30 preset scenarios, superior Al, 16 unique species, a Settlers 3 11/88 $26.99 homes & keep your Sims hal 
diplomatic system, network play, a powerful scenario editor} c. з Mission? 1119 51899 i) YMaxis (ie ) 
and tactical combat with control over fleet formations, | 5. ы i $n 
> f =: Seven Kingdms Anc Adv 06/98. $34.99 
attack/defensive orders and standing orders. Combat will) с ма vir 12197 $35.99 
gdoms x 
take place as fleet engagements, planetary bombardments, | Seyen Kingdoms 2 41/00 $37.99 
бп лавата, Shadow Company 11/99 $3799 ; "AGE OF EMPIRES |: — AGE OF 
Shadow Watch 11/99 $44.99 у KINGS’ Control the destiny of 
Shadowpact 11/99 $43.99 humankind from the fall of Rome 
Sheep 10/99 $39.99 E through the Middle Ages. Starting 
Sim Theme Park World 11/99 $37.99 ^ 76" with minimal resources, you'll build 
SimCity 2000 Spec Ed 04/97 $18.99 a your nations into great cultures. 
Several ways to win, including con- 
SimMars 01/00 $44.99 quering enemy civilizations, accu- 
SimSafari 03/98 $19.99 = mulating wealth by trading & diplo- 
‚SimTower 05/95 $18.99 macy, and building & defending 
Mindscape (strategy) Soldiers at War 05/98 $18.99 E. Р 1 wonders ofthe world. Create forma- 
Release: 4, 4/00 Star General 12/96 $9.99 BINA n tions & garrison units. 
StarTrekGen, BOF UK BOX 10/99 $29.99 Microsoft (Strategy) 
Star Trk Gen Birth Fed 05/99 $39.99 ђ 8 QE KiNG Release: NOW 
Age of Empires Gold Ed 04/99 $39.99 Dune 2000 .99 Industry Giant 04/98 $36.99 Star Trk New Worlds 01/00 $39.99 
‚Age of Emprs Rise Rme 11/98 $24.99 Dungeon Keeper .99 Invictus 12/99 $37.99 Star Trk Starflt Comm 08/99 $39.99 
Аде of Wonders. 11/99 $44.99 Dungeon Keeper 2 06/99 $39.99  JaggdAllnc Ddly Game 09/96 $9.99 Starcraft 04/98 $29.99 'AGE OF WONDERS' Age of 
Alpha Centauri 02/99 $39.99 Dungeon Keeper Gold 04/98 $19.99 Jagged Alliance 03/95 $12.99 Starcraft Brood Wars 12/98 $24.99 Wonders is a turn-based game of 
‚Alpha Cntri Alien Crssfre 10/99 $26.99 Earth 2140 10/97 $1499 Jagged Alliance 2 07/99 $39.99 Starcraft Insurrection 08/98 $26.99 strategy and conquest that success- 
‘Anent Cnqst: Gldn Есе 06/99 $29.99 Earth 2150 09/99 $44.99  KKND2 10/98 $34.99 Starcraft Retribution 01/99 $19.99 fully incorporates adventure, explo- 
‘Armored Moon 02/98 $26.99 Emergency Room 2 03/99 $29.99 Knights & Merchants 10/98 $19.99 — Starship Diplomacy 10/99 $48.99 ration and role playing elements. 
Army Men. 05/98 $26.99 Empire of the Ants 02/99 $42.99 Legend of the Five Rings 12/99 $42.99 Stellar Frontier 12/99 $44.99 
Army Men 2 03/99 $27.99 Entrepreneur 10/97 $38.99 Liberation Day 03/98 $9.99 — Submarine Titans 10/99 $39.99 z story line and heavy emphasis on 
Army Men 3 10/99 $35.99 Entrepreneur Corp Exp 04/99 $24.99 Lords of Magic 12/97 $1999 SWAT2 07/98 $29.99 global strategy without repetitive 
Axis & Allies 09/98 $18.99 Evolution 01/98 $29.99 — Lords of Magic SE 11/98 $39.99 — Tankics 09/09 $19.99 | micro-management, make each 
Axis & Allies Iron Blitz 10/99 $29.99 Extreme Tactics 10/98 $48.99 Lords Realm 2 11/96 $1999 The Sims 01/00 $39.99 1 Scenario and game unique and fun 
Batlleorser3000AD V2 12/98 $17.99 Farmland USA 08/99 $18.99 Magic & Mayhem 05/99 $39.99 Theme Hospital 04/97 $14.99 MEME to play. 
Braveheart 08/99 $29.99 Final Countdown 04/99 $44.99 Magic the Gathering Gold 11/99 $2899 Theme Park 07/94 $12.99 
Business Tycoon 01/00 $39.99 Fleet Command 05/99 $38.99  Magicihe Gathering 03/97 $12.99 Total Annhltn Kingdoms 06/99 $29.99 G.0.D. (Strategy) 
C & C Red Alert 11/96 $18.99 ‹ Malkari 04/99 $37.99 Total Annihilation 10/97 $999 Release: NOW 
C&C2TiberSunPlimn 08/99 $54.99 Fragile Allegiance 03/97 $9.99 Master of Orion 11/94 $1999 Total Annihilation 2 12/89 $48.99 ~ PC CD 
Freelancer 12/99 $48.99 Total Annitn Сг Ctgcy 04/98 $21.99 
C&C Gold Bundle 11/98 $19.99 Galilean Conflict 10/09 $35.99 MAX 12/06 $15.99  TotlAnnhiinBtüTctcs 08/98 $19.99 "STAR TREK: ARMADA’ The Borg 
C&C Gold W95 02/97 $14.99 Gangsters 12198 $29.99 МАХ2 06/98 $25.99 Tribal Rage 06/98 $34.99 have returned! You are in charge of 
C&C Red Alert Аг 12/98 $26.99 Global Domination 11/08 $19.99 — MechCommander 07/98 $17.99 Uprising 10/97 $12.99 7^ 1 the fleets of the Federation, Klingon, 
C&C Sole Survivor Online 12/97 $25.99 бт Email: Risk 11/99 $14.99 — MechCommd Gold 09/99 $2899 Uprising 2 12/98 $19.99 E - Romulan & Borg ships that will 
C&C Worldwide Warfre 12/98 $28.99 — Hardwar 08/98 $14.99 Metal Fatigue 10/99 $44.99 Wages of War W95 11/95 $8.99 || wage this epic battle. Build star- 
Caesar 2 09/95 $9.99 Него ММЗ Amgdn Bld 10/99 $27.99 Mind Rover 09/99 $44.99 War of the Worlds 01/99 $29.99 ships, construct space stations, & 
Caesar 3 10/98 $29.99 Heroes M&M 09/95 $19.99  MTGDuelsofPlneswikr 02/98 $18.99 — WarBreeds 08/98 $12.99 Tesearch special weapons to lead 
Capitalism Plus 05/97 $19.99 Heroes M&M 2ExpPk 05/97 $17.99 Myth 11/97 $999 Warcraft 2 12/95 $19.99 || your side to victory. Along the jour- 
Chess Grandmaster 10/99 $29.99 Heroes M&M2Gold 12/98 $1899 Myth 2vi.1 01/99 $27.99 WarCraft 2 Battle.net Ed 10/99 $19.99 . | ney you will survive a Klingon civil 
Civ 2 Fantasy Worlds 11/97 $19.99 HeroesofM&M3 — 03/09 $2990 ОАВ. 11/99 $44.99 Warcraft Orc/Humns 11/94 $12.99 | 3 
Civ 2 Multiplayer Gold Ed 12/98 $19.99 — History of World 05/97 $12.99 Outpost? 09/97 $19.99 Wargames 07/98 $39.99 | Borg's search for perfection. The 
Civ 2 Test of Time 08/99 $29.99 Pax Imperia 2 11/97 $26.99 Wergasm 01/99 $2499 | > E future is in your command. 
Civilization 12/05 $19.99 Homeworld 09/99 $39.99 Pharoah 11/99 $39.99 Warhmmr 40K Chs Gate 11/98 $27.99 < Activision (Strate: i 
Civilization 2 03/96 $24.99 Imperial Conquest 01/00 $44.99 Politika 11/97 $18.99  Warhmmr 40K Rites War 07/99 $42.99 Be T ^ Release; an 
Civitztn Call Pwr Miss 11/99 $29.99 Imperialism 08/97 $9.99 Populous 3 11/98 $1899 Warlords 2 Dix 09/95 $39.99 : 
Civilzin Call to Powr 04/99 $32.99 Warlords 3 08/97 $9.99 
Cmmndos:Bynd Call Duty 04/99 $19.99 “DARK REIGN II’ While maintain-| Warlords Battlecry 11/90 $44.99 "WALL STREET TRADER 2000" 
Colonization 11/94 $14.99 | ing the key gameplay elements of} Warirds 3 Drk Lrd Rsg 08/98 $37.99 7 V Learn to buy and sell stocks and 
Colonization W95 06/99 $7.99 Teal time strategy games, Dark} \матот 07/99 $38.99 = other equities, & understand how 
Commandos 09/98 $24.99 Reign Il gives you the freedom to} warwind 2 11/97 $12.99 global events impact the markets. 
Commandos 2 11/99 $34.99 fully immerse yourself in the action | Warwind w95 10/96 $14.99 (| Features 70 equities to trade in, 16 
Conquest New World2 — 11/99 $48.99 of a 3D world, smoothly transition-| Warzone 2100 04/99 $29.99 000 a] economic sectors featured, more 
Conquest New Wrid Dix 11/96 $9.99 es ing from a top-down view to an} Wooden Ship tron Mn 10/96 $29.99 than 500 newspaper, radio and tele- 
Corsairs 10/99 $26.99 E j| infantry-level view. Improvements | worldcratt Pro 02/99 $39.99 EN vision updates to keep you 
Creatures 2 09/98 $29.99 4 include enhanced Al, more multi-| worms 2 01/98 $18.99 # informed, adjustable game speed 
Creatures 2 Deluxe 05/99 $21.99 player options, and more advanced E | and difficulty to customize the chal- 
Creatures 3 10/99 $37.99 4 hard-core strategy features. X: Beyond the Frontier 11/99 $25.99 7 lenge level, & multi-player support 
Creatures Adventures 08/99 $26.99 У 3 X-Com Apocalypse. 08/97 $14.99 for up to 4 players over the Ans) 
Creatures Life Kit 1 01/98 $14.99. i Y EBEN (Strategy) | X-Com e-mail. 40/99 $19.99 t SS Interplay, (Strategy s 
Reli ease; s u X-Com Terr frm Deep 03/95 $9.99 7 eae d 
Cutthroats 09/99 $34.99 X-Com UFO Defense 06/94 $18.99 
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‘DIABLO 11: 
INFERNO’ As one 
of 5 character 
types, you'll jour- 
ney across distant 
lands, fight new 
villains, discover 
new treasures & 
uncover ancient 
mysteries. Five 
new character 
Classes with 
unique attributes 
& abilities. | 
Expanded world of 
new quests, 
weapons, spells, 
monsters & non- 
player characters. 
Full multiplayer & 
internet support, 8 


Blizzard (Roleplaying) 


МЕМ 
AD 


Ww 
DRESS! 


ЕВ 


COMPUTER GAMES: ROLE PLAYING 


SPlus300p93 


Release: 02/00 ТЕ RELEASE Price ТЕ ReLease Price Tme Reease Price Tme RELEASE Price 
PC CD Anachronox 02/00 $3499 Fallout 2 11/98 $24.99 The Summoner 01/00 $44.99 
Asheron's Call 11/99 $44.99 Final Fantasy VII 06/98 $19.99 Shadowrun: Assassin 01/99 $46.99 Third World 01/99 $48.99 
7 - Baldrs Gate: Tale била Cst05/99 $19.99 Final Fantasy VII 02/00 $48.99 Shattered Light w/Book 06/99 $28.99 Throne of Darkness 11/99 $47.99 
QUAMEIRES THE IMASOUERADE: Baldur Gate Chptr 182 07/99 $12.99 Forgttn Rims Silver Ed 08/99 $2999 Silver 10/99 $37.99 Ultima 9 Ascension 12/99 $45.99 
STO POP Baldur Gate МЈЕРА — 11/99 $3999 Good & Evil 09/99 $4899 |) ; т 
ular tabletop role-playing game. DEUS EX’ In this thrilling role- 
Baldur's Gate 12/98 $2999 Gothic 01/00 $44.99 
Before your fall, you led a crusade 7 playing adventure, you play the 
against evil. Now you've become RE AR Ve qae ee part of a powerful, nano-techno- 
regen Blaze & Blade 11/89 $2599 Icarus: Sanctuary of Gods 1/98 $26.99 Rea allnmenterl antiterronst 
m СА eo innen En Clans 09/99 $2899 Lands Lore 2:Grdns Dst 10/97 $14.99 ae LOS AE teeth 
Etc МЕТАРА) Va 2 CyberJudas 07/96 $699 Lands of Lore 3 олго $1899 | Agent 05 Up 10 you to stop tn 
series of brutal confrontations with 4 ii f Kain 2 9/99 s2999 | CONSpirators from achieving their 
r nemesis, Vukodlak, a powerful Пэў Stone oepa: 3999; Levert goals. Travel the globe in a quest 
NOU ти Demise Rise KuTan 0999 54299 Legacy of Kain Bld Omn 09/97 $18.99 а 
vampire lord. Multiplayer features for knowledge, develop your char- 
\ а Deus Ex 02/00 $3499 Legend of Blade Masters 11/99 $39.99 С 
include co-op play, & the option to acters strengths, build a network 
Diablo 0197 $999  Might& Magic 6 04/08 $29.99 | 
play as the hunter or hunted. Might & Magic 7 06/99 $29.99 of allies to assist you, and deter- 
Activision (Roleplaying) Diablo Bundle 10/98 $29.99 Might & Magic 8 03/00 $44.99 | mine when stealth and strategy are 
Release: 4/00 more important than action. 
PC CD Disciples of Steel 0996 5599 Mordor 2 oves $3899 | fonStorm (Roleplaying) 
Discovery:Gene Wars 02/00 $44.99 Neophyte Episode III 04/99 $39.99 p playing 
5 ч л m 0200 s44g9 | Release: 3/00 
“BALDUR'S GATE’ is set in the noson Set fm 858. Mi + |: 
Koran Reale c d ElrScilsMrrowind 12/00 $5499 Odium 11/99 $37.99 
AO АЕ ne m EverQuest 03/99 $37.99 Stonekeep 11/95 $24.99 Ultima Online: 2nd Age 11/98 
Se TET RATES Ш. EverQuest:Ruins Kunark 06/00 $3499 Rage of Mages 10/98 $1899 Swords & Sorcery 01/99 $48.99 T 
a Т arial Ш Gt AATEC Fading Suns Nbl Armda 10/99 $39.99 Rage of Mages 2 10/99 $27.99 Swords of Heroes 01/99 $46.99 Werewolf: Apocalypse 04/00 $42.99 
Saat Fallout 10/97 $18.99 Revenant 10/99 $34.99 Techno Mage 11/99 $39.99 Wizardry Gold W95 05/96 $9.99 
Interplay (Boienlavino) COMPUTER GAMES: ADVENTURE 
Kanne 0 Tih Guest 09/97 $14.99 Nightlong 11/99 $19.99 Return to Krondor 12/98 $19.99 
~ Tih Guest 2 iih Hour 11/95 5599 Inherent Evil Hntd Hu _ 12/99 51899  Nighlong:UnionCiy 01/99 $19.99 Riana Rouge 01/98. $24.99 
"TALES OF THE SWORD COAST Abe's Exodus 12/98 $29.99 Iron John Hawk 01/99 $26.99 Nocturne 10/99 $3999 Riddle Master Lu 10/95 $299 
Release: NOW Abyss 12/98 $19.95 Jewels Of the Oracle 03/95 $19.99 Of Light & Darkness 04/98 $24.99 Ring 07/99 $29.99 
Amber:Journeys Beyond 02/97 $29.99 Journeyman Project 2 07/95 $29.99 с Robot Club 02/99 $43.99 
‘BALDUR'S GATE 2’ Amerzone 10/99 $37.99 Journeyman Project 3 02/98 $18.99 Outcast 08/99 $39.99 Sacred Mirror of Kofun 11/96 $19.99 
Release: 5/00 Animaniacs:A Ggnic Adv 06/99 $18.99 King's Quest Collection 11/99 $19.99 Overseer 03/98 $1999 Sanitarium 05/98 $1999 
Armed and Delirious 11/97 $9.99 KQ8:Mask of Eternity 12/98 $19.99 Patriot Games 02/90 $48.99 
"WOX is а dark & creepy Atlantis 09/97 $3299 Lander 09/99 52488 Phnismgria Stgefrght _ 04/99 $39.99 Shadow Man 09/99 $2498 
И Azraels Tear 10/06 $599 Last Call 09/99 $39.99 Pirates! Gold 02/95 $19.99 Small Soldiers Sad Cmdr 08/98 $19.99 
ES Kain GO ten EVEN I Beavis & Butthd Do U 01/99 $1699 Last Express 04/97 $24.99 Prince of Persia3D 0999 $29.99 — SoulBringer 03/00 $38.99 
aite а E D Beyond Time 42/98 $1999 Liath 11/09 $39.09  OinTomb Middle Kingdom07/96 $17.99 Space Bar W95 0797 $999 
tlie innovative Thies Vision! System Light Bringer 11/99 51999 Queen: The Eye 01/99 $3690 Space Circus 02/99 $44.99 
полива Ty (fo shadows OMNIE oun Blackstone Chroncles 11/98 $28.99 Longest Journey 02/00 $3999 Quest for Glory 5 12/98 $29.99 Star Trek SFADVD 07/98 $44.99 
OE A NE Blade Runner 1197 $19.99 Lost Vikings 2 05/97 $1299 Quest for Karma 02/99 $1999 StarTrek SFAMssn 04/98 $19.99 
ЕТЕ Broken Sword 10/97 $1999 — Mechosoma 03/99 $44.99 Quest Glory 5: Exp Pk 12/99 $29.99 Star Trek: Vulcan Fury 01/99 $48.99 
licis o e up a ese Bur Cycle 09/95 $12.99 — Morpheus 10/08 $3899  REAH 03/09 $35.99 Star Trk Str Flt Acad 09/97 $29.99 
100 different spells & weapons, and Byzantine. 1097 $16.99 Real Neverending Story 10/99 $4299 Starship Titanic DVD 08/99 $3899 
i i Cals Сіте Saloon 04/97 $1999 Starship Titanic wGde 04/98 $39.99 
merous multiplay modes. 5 t 
TUR pa Creature Shock 11/94 $1899 СИНЕЕ: of TIME ао) Eo Sirshp Tine 1st Cls Crs Kt 10/99. $38.99. 
Roleplayl Curse of Monkey Isle 11/97 $1999 | Nave 218 single anc то чрзу Survival 11/99 $1499 
EA (Roleplaying) experiences of one game been so 
Release: 3/00 Cyberia 2 te; sans [MERE rE Symbiocom 03/99 $19.99 
PC CD Dark Earth 1097 $9.99 t n Пе АНА Temujin 10/97 $1999 
Dark Half 01/99 $44.99 ТОШ Wy GRUSS ES | Tender Loving Care 06/99 $24.99 
m fM у 5 The с f 
"ANACHRONOX is a 3D RPG from Dark Side of Moon 12/98 169 tor some of the е Crystal Key 1199 $19.99 
Dead Unity 02/99 $45.99 | The Forgotten Winmac 11/99 $19.99 
lon Storm that uses the Quake || Di most intense first person action 
\ ukes Hazzard Race Hm 02/00 $29.99 S Time Lapse Ancient Civ 10/96 $29.99 
engine in a third-person, single Ean ZU 10/98 54499 | and strategy you'll have this year. Titanic Jrny Out Tim 1196 $1499 
layer game with real-time combat. на ALU 
Control up to three characters as Ede CASSA aS Tonic Trouble 10/99 $26.99 
tio» ude ages DD ee e из 01/00 $28.99 Traitor's Gate 03/00 $24.99 
p У Fabl 0397 $999 n Twinsen' 07/97 
three different dimensions. Search Gesta tives saoo | GT Interactive(Roleplaying) A ihe a amma А 
through more than 100 levels and ^ | Release: NOW J 
dnd А ra moas povo Gorky 17 09/99 $44.99 PC CD Wild Wild West 12/99 $42.99 
у Grim Fandango 10/08 $29.99 — Myst2: Riven 11/97 $29.99 еа Jack 09/98 $29.99  Y2K The Game 12/09 $19.99 
Gruesome Castle 01/00 $47.99 Myst Mstrpce Edition 0999 $28.99 Redguard 11/98 $27.99 Zero Critical 05/99 $19.99 
Eidos (Roleplaying) Heart of Darkness 09/98 $1499 Nemesis 10/96 $1699 Reloaded 05/97 $2499 Zork: Grnd Inquisitor — 10/57 $29.99 
Release: 2/00 Hype: Time Quest 11/99 52689 Nerves of Steel 05/95 $16.99 — Renta Hero 11199 925.99 — Zork Nemesis 04/96 $19.99 
eu) COMPUTER GAMES: SPORTS 
"CHAMPIONSHIP MANAGER 3° 3D Hunting: Grizly 0499 $1999 Cabela BGH 3 Exp Pck 01/00 $1899 Fantasy Football 07/99 $13.99 NASCAR Racing3 09/99 $39.99 
Features realistic scouting simula- 3D Hunting: Shark 0499 $1699 Cabela Big Gme Hntr3 09/09 $18.99 NBA Basketball 2000 1099 $29.99 
tion, historical data on clubs and 3D Hunting: Trophy Game 0499 $1999 Deer Hunter 3 09/99 $18.99 Football Mogul 03/99 51999 NBA Inside Drive 2000 1099 $19.99 
players, new match engine and tac- Expert Pool 09/99 $35.99 Gms Email: РЫІ 09/99 $18.99 NFL Blitz 2000 11/99 $44.99 
tics editor, full youth team league 30 Ultra Pool 09/99 $39.99 Extreme Boards & Blades 03/99 $18.99 Gms Email: NASCAR 11/99 $18.99 NHL Championship 2000 10/99 $29.99 
structure, ability to arrange pre-sea- Атегсл Deer Hntr 2000 08/99 $18.99 Extreme Horse Racing 0999 $1999 Golf Pro Classic 10199 $27.99 NHL Hockey 2000 08/99 $37.99 
son competitions between players American Bull Riding 12/99 $18.99 Extreme Mountain Bkng 05/99 $18.99 Links Extreme 05/99 $33.99 Offel Frmla 1 Reng 99 11/99 $24.99 
or CPU teams, & expanded player APBA Baseball 5 08/99 $4299 Extreme Rodeo 03/99 $18.99 Links LS 2000 10/99 $44.99 РВА Bowling 2 10/99 $35.99 
ith hi i Arcade Pool 02/00 53498 Extreme Softball 10/99 $18.99 Links LS 99 US OpenPnhrst07/99$19.99 Snowmobile Chmpshp 200010/99$18.99 
profiles with hidden characteristics. 
Up to 16 players can play on one Backyard Baseball 10/99 $19.99 Extreme Tennis 03/99 $19.99 Madden NFL2000 09/99 $37.99 Supreme Snowboarding 11/99 $37.99 
machine or vial ANE Backyard Football 10/09 $34.99 Micro NBA 2000 12/09 $39.99 Т Nugent Ext Huntng USA 10/99 $17.99 
Backyard Soccer 10/99 $1999  F&StreamTBass3D 07/99 $29.99 Mountain Game Hunter 09/99 $14.99 
Eidos (Sports Baseball Mogul 2000 10/99 $2999  FáStream Trophy Bear 10/99 $39.99 М Intnl Fball 2000 12/99 $46.99 ТММ Outdoor Pro Hntr2 11/99 $19.99 
Release: 2/0 BrswckFrstStkBwl — 12/98 $3990 F&Stream Trphy Buck 3D 10/99 $29.99  MSNFLFever2000 09/99 $1999 Trophy Buck 3D 10/99 $1999 
PC CD BrswkProPool3D2 02/00 $1999 F&Stream Ult Fsh Pk 07/99 $29.99 MS World Champ Soccer 12/99 $44.99 Virtual Tennis 05/99 $18.99 
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Coming Soon! 


NEW L 
РАСЕ 


COMPUTER GAMES: WAR 


Д ROAD TO 
MOSCOW' Control 
Russian or German 

while the 
Simulates 

& 

Play 

пу of 12 scenarios 
command the 
entire Eastern Front. 
Wage war on real ter- 
rain with realistic 


command & control - 
по hexes, no turns, 
just pure simulation 
$ of military command 


“jon an unprecedented 
scale. Authentic 
NATO symbols 


Inter. Magic (War) 


of information. 


ТЕ RELEASE Price ТЕ RELEASE — RICE ТЕ RELEASE Price Tm RELEASE — RICE Release: 3/00 
1015: Airborne Normandy 10/98 $19.99 Fantasy General 03/96 $1499 Napoleon 1813 11/99 $4299 Panzer General 2w/Gde 05/99 $18.99 PCCD 
Fifth Fleet 11/94 $18.99 Napoleon in Russia 05/97 $17.99 People's General 09/98 $29.99 
Age of Sail 11/96 $29.99 Fighting Steel 06/99 $3599 — North Vs. South 02/99 $39.99 Prelude to Waterloo 1097 $14.99 7 = 
Aide de Camp 2 01/98 $44.99 Final Liberatn WHm 40K 11/97 $12.99 Op ArtWr2FishKsvo 10/99 $27.99 Rising Sun 01/00 $44.99 5 SS eae и 
Allied General 12/95 $19.99 Fleet Med 04/91 $19.99 Road to Moscow 03/00 $38.99 "eim spe fitit terea c 
em, пт em о Е. SE a 
Banzai 0491 5999 [THEIOPERATIONAU ОВ АУРАРАМАОГТНРАЕНА ij маг Gettysbry 1097 $1899 &l|prisegattacks stalwart [defenders] 
Battle of Britain 03/09 $29.99 EDITION’ This platinum edition of spies, soldiers attacking from the 
Battlegrnd Antietam 11/96 $18.99 1n Ore Ai GR scc 02/95 $29.99 г аа py, Cep Rae 
/olume | features an upgraded tles. True line-of-sight and line-of- 
Battlegrnd Bulge 10/96 $19.99 taining many features | 9? Panthers 10195 $14.99 fis pred Eck ear Ita 
Battlegrnd Bull Run 05/97 $12.99 D con Steel Panthers 2 1196 $14.99 MEN SD y, П 
rom Volume || as well as brand i we Se fA fire with limited ammunition. Head- 
EEE LEO new scenarios based on the Clash] Ste! Panthers 3 ea x AS to-head play for 2 via serial cable, 
Battlegrnd Shiloh 07/96 $12.99 f Eagles (WWII battles bet Steel Panthers Arsenal 05/98 $36.99 ТТН Рх dalun & the Internet à 
Battlegrnd Waterloo 05/96 $18.99 i Few ( Gies DEWEEN| steel Pnthrs 2Cmp 1 0497 $14.99 : E МАЛЕ SER entone 
the United States and Germany). > Mindscape/SSI (War) 
Battlgrnd 9: Chickmgua 01/99 $39.99 Storm in the West 04/98 $33.99 a] valer ke Release: NOW 
Bombing the Reich 11/99 $55.99 Tides of War 11/98 $24.99 | 
CincPac Midway 10/94 $15.99 Tigers on Prowl 2 12/06 $41.99 
Civil War Generals 11/97 $46.99 ER) V Victory Bundle 1195 $27.99 a RISING SUN’ Features over 40 
Civil War Generals 3 11/99 $48.99 PE CD] Victory Velky Luki — 1292 $8.99 semie ARM eR Im 
Close Combat 2 1197 $1999 V Victory Velk Lki 02/95 $999 ВОЗИ ute (tno eds af 
Close Combat 3 01/99 54898 Flight Commander? 01/95 $19.99 Op Art Wr EP 2 Cish Egis 12/99 $44.99 Victory in the East 1 10199 $39.99 the Central and South Pacific, and 
Great Battles Caesar 03/98 $14.99 Oper Art War Exp Pk1 02/99 $19.90 WGCSet3 Age of Rifles 09/96 $12.99 to Ania, [moines SENE 
Close Combat Trilogy 09/99 $39.99 Great Battls Alexndr 06/97 $34.99 Operation Crusader 09/94 $18.99 War Along the Mohawk 09/98 $19.99 (its San GO REY Gf (iD 
Cmpgns Amer Civil War 10/00 $55.99 Great Bttles Hannibal 11/97 $29.99 Operational Art War. 06/98 $29.99 War Inc. 1097 $12.99 Фаир. limo). leen. Wo 
Code Name Eagle 02/00 $44.99 Great Civil War Ві 09/99 $19.99  OprtnlArtWre Mdn Wr 05/99 $44.99 War in Europe 01/99 $39.99 Wen Cameos am] then 
Combat: Operation Vict 07/99 $1899 Guts Glory: В Scly 06/00 $2999 Over the Reich 11/96 $29.99 War in the East: Crimea 04/98 $24.99 re Gem elTe ED сталне 
D-Day Amer Invades 09/95 $29.99 Harpoon 97 11/96 $14.99 Pacific Battles 06/00 $39.99 War in the East: гушт 04198 $24.99 Aies t commande and ie 
Decisive Action 12/99 $39.99 Pacific General 07/97 $29.99 War in the East: Leningrad04/98 $24.99 CCS АЕ ОЬ, 
Dragons in the Mist 05/98 $23.99 Harpoon Classic 10/94 $12.99 Pacific General Budget 07/98 $9.99 War in the East: Rostov 04/98 $24.99 
East Front 11/97 $999 Last Battles 45 09/99 $44.99 Panthers in Shadows 09/95 $41.99 Warhmmr 40K Universe 03/99 $37.99 Talonsoft (War) 
East Front 2 04/99 $44.99 Line in the Sand 12/92 $9.99 West Front 11/98 $34.99 Release: 2/00 
East Front Camp 03/98 $1999 Man of War 2 06/99 $29.99 — Panzer General 11/94 $19.99 West Front Bt Pck1 07/99 $26.99 PC CD 
Empire 2 Art of War 09/95 $12.99 — Medieval 07/98 $32.99 Panzer General 2 1097 $999 1 
COMPUTER GAMES: HARDWARE AE EAE 
Controllers Intret Hmmrhd FX Fre Pd 10/99 $44.99 — Qshot GenX 700K 03/99 $39.99 — TBeach Montego 2 Odzlla 07/99 $99.99 пе Ona Yal isto 
ANKO GC-FBWi Wheel 03/99 $89.99 Шест WM FF Mouse 09/99 $59.99  Quickshot Master Pilot 98 04/98 $37.99 Xtel Storm Pltnm A3D 04/99 $69.99 Shondntitherihe same 
ANKO TopShot Jystk 03/89 $29.99 — LtechWM Form Fre Wh! 01/99 $139.99 Же Strm Ріт Gmr Pk 04/99 $89.99 inyauraDigames?/Simply 
ANKO TopShot Jystk USB 03/99 $39.99 Ltech WM Formula Wh! 11/98 $89.99 Saitek Cyborg 3D stk 11/98 $52.99 Video Cards mela, ull arr eit di 
CHF-16Combistk USB 08/89 $74.99  LtechWM Gaming Mouse 05/99 $39.99 Saitek Cyborg 3D Pad 11/98 $38.99  3Dfx Voodoo 3 3000 PCI 10/99$179.99 orar GO 
CH FightSimYke USB LE 08/99 $99.99 Месһ WingMan Free Јак 10/98 $99.99 Saitek Cybrg 3D Јак USB 12/98 $55.99 3Dfx Voodoo 2000 AGP 04/99 $124.99 [aver elo 
CH Flight Sim Yoke 04/99 58499  LtechWingMan GPad Ext 09/99 $44.99 Saitek P120PC Pad 10/99 $999  3DfxVoodoo3 3000 AGP 04/99 $174.99 rence ne Tacit 
CH Flight Sim Yoke USB 11/99 $94.99  LtechWingMan GamePad 10/99 $19.09 Saitek P2000 Tit Pad 10/99 $44.99 А Пе А АЕ 
CH Gamepad USB 04/99 $29.99  Ltech WingMan Thunderpad10/99 $9.99 Saitek PC Dash 04/98 $49.99 ATI All in Wonder32 —— 10/99$279.99 se ern: 
CH Gamestick 3D Jystck 10/98 $45.99 — LtechWingMan Хит Dig 06/98 $38.99 Saitek R100 Racing Whi 10/99 54999 ATI Xpert 128 16MB 03/99 $99.99 
CH Gamestick 3D USB 1198 $4599 М5 Маша! Kybrd Pro 1089 57399 Saitek R4 Fte Fdbk WI 110989199  Criv 3D Bist Svp432 AGP 0699512999 | Snapetek (Hardware) 
Cybrstff Cybrstk Pls 04/98 $62.99 MS SWndr FStIProPad 10/98 $65.99 Saitek R4 Racing Whi 12/98 $92.99 Criv 3D Bist Svg4 32 PCI 099951099 | Release: NOW 
x MS SWndr Prec Pro USB 08/98 $62.99 Saitek 5Р550 Stk &Pd 10/99 $20.99 Crv3DBhstrBnshee 0119951119 | BE pp 
Everglide Mouse Surf. 9' 08/99 $12.99 MS SideWinder FF Wh! 10/985155.99 Saitek ST110 Dynmc Stk 10/99 51999 См 3D Bistr АМА TNT2 09/99$154.99 
Gravis Xtrmntr бте Pd 07/98 $43.99 М5 SideWinder Standard 12/98 $29.99 Saitek USB Hub 10/99 53998 См 3D Blstr IVATNT2UItra09/99$199.99 “CH FLIGHT SIM YOKE- 
Gravs PC Gm Pd Pro USB 03/99 $21.99 М5 Sidewinder FF Pro 09/97 $129.99 Saitek X-35T System 05/98 $49.90 Слу Bist RvaTNT AGP16 10/98 $104.99 USB" New ergonomically 
GrvsXterminatorDigPdUSB11/99 $39.99 Май Catz Andretti Wh! 05/99 $69.99 Saitek X-36 Cont Sys 05/985107.99  OrvGrphcsBlstr3D 08098 $74.99 GESTOR Ау пат 
Guillemot Jet Ldr USB 02/99 $4799 Saitek X-36F Joystick 04/98 $69.99  Dmd Stith III $540 Xtrm 09/99$119.99 MSIE e Cnr, Gt: 
Guillemot RaceLdrF Wh! 10/99$129.99 Май Catz Panther DX 10/99 $48.99 Saitek X-36T System 12/98 $69.99 Dmd Viper II32MB —— 11/99$199.99 aloweitheulfmateincon® 
Guillemot T Leader jypad 10/99 $28.99 Mad Catz Panther XL 01/98 $55.99 Saitek X6-33M Pad 11198 $27.99 Ота Viper II LE 11/99 $269.99 (Gh 5 oup uhi 
SATEK Xag) Salkr7sogticntpa 1099 $2099 Dmnd Stealth III S540 0998510809 alis pitch l Ue 
то, Dmnd VprV770AGP 06995179.99 Е premere © 
TEM" includes | TMAtack Throtle 0488 $4999  DmndVprV77O UILAGP 0009522909 inte [are v DOR 
ite. а S |. TM Frag Master 12/98 $65.99 Glimt Maxi Gmr Xntr 32 10/99 $209.99 Maime Tp GET 
e Tully prO- | TM Fusion GamePad 01/99 $1999 Guilmt Maxi Gmr Xntor 10/99$119.99 nA E 
ramene d TM Reflex USB 3D Jystk 05/99 $38.99 Matrox Mil G200 PCI 16MB07/99$174.99 hat N 19. oh 
Seat EAD g | TM Top Gunystk USB 0899 $2099 Matrox Mil G200 PCI 8MB 10/06 5129.99 CH Products (Hardware) [c qve, and 
tar Both For EESTI Sound Cards Matrox Millenium 6400 — 06/09 5119.99 Release: 2/00 much arr. 
- Saitek | evr s01500 10/99 $99.99 PC 
Hard Aureal Vrtx2 S02500 11/99 $99.99 Маіх Marvel G400-TV 1199529999 
hardware) Diamond Monster MX300 01/99 $89.99  Matrx Муза 6200 AGP8 10/98 $119.99 "EVERGLIDE ATTACK 
PC Maxer Gamer 3D Prophet 10/99 $289.99. PAD 10.5” MOUSE PAD’ 
Sound Blaster LIVE — 08/08$17999 — Maxi Gamer Cougar TNT2 10/99 $119.99 


X36F:5xFireButtons,2x8Way 
HatSwitches,X&YTrimControls, 
"Pinkie'Shift Function with LED. 


X35T:2xFireButtons,4WayHat 
Switch, RudderControl,2xRotary. 
Controls, MouseController. 
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Sound Blaster LIVE! Value 10/98 $99.99 


Maxi Gmr Coug, Video 10/99 $169.99 


COMPUTER GAMES: ARCADE 


Atari Arcade Hits 
Attack of the Saucermen 
Balls of Steel W95 


09/99 $28.99 
07/99 $18.99 
01/98 $29.99 


Earthworm Jim 3D. 12/99 $27.99 
Galactic Invasion. 02/99 $9.99 
Grand Theft Auto 2 10/99 $44.99 
Intellivision Lives! 08/99 $39.99 
Machines. 04/99 $39.99 


Missile Command Cisse 11/99 $28.99 
Mortal Kombat 4 07/98 $24.99 
Pandora's Box 08/99 $19.99 
Phantom Menace 05/09 $44.99 
Pit Droids 09/99 $27.99 
Pong 10/99 $18.99 
Space Invaders. 10/99 $28.99 
Tetris 11/99 528.99 


Designed specifically for 
gaming. The new pads 
feature а concave 
ergonomic design, sleek 
micro-beveled edging, & 
pebble-textured surface. 
The tough, washable sur- 
face is molded of high- 
density resin & features a 
unique surface that 


Threshhold (Hardware) 
Release: NOW 


allows for incomparable 
glide-ability & accuracy. 


SPlus300pg4 


‘ROLLER COASTER | 
TYCOON: CORKSCREW || 
FOLLIES EXPANSION 
PACK:’ adds new types 
of roller coaster, includ- 
ing historical rides like 
the Virginia Reel & Side. 
Friction Roller Coaster, 
and the latest modern 
rides like the Steel 


Twister Roller Coaster | 
& Steel Wild Mouse. 


New scenery, including 
Jungle and Jurassic P 
themeing, themed ban- 
ner signs, new styles of |3 
footpath & over 25 new. 
Scenarios. 


Hashro (Strategy), 
Release: NOW 
PC CD 


‘ROLLER COASTER TYCOON’ 
Release: NOW, 


‘DAIKATANA’ Slash your way 
through time with the aid of your 
trusty sword. Chase down the evil 
Dr. Benedict through 4 different 
eras. Advance in multiple skill levels 
such as Attack Power, Attack Speed, 
Running Speed, Maximum Health 
and more. Incredible graphics and 
challenging artificial intelligence. 


Eidos (Action 
Release: NO 
PC CD 


"DUKE NUKEM FOREVER’ Duke is 
back and badder than before in this 
retooled sequel. Dr. Proton has 
taken over Area 51 & nuked Las 
Vegas. Making use of the Quake II 
engine, the team at 3D realms 
Promises not to disappoint with 
new weapons, new villains, and full 
3Dfx support. Multiplayer options & 
incredible lifelike environments. 


GT Interactive (Action) 
Release: 2/00 
PC CD 


* DUK NUKEM 
FOREVER 


"DELTA FORCE 2’ Take on the bad 
guys over the smoothest Voxel 


new missions, plus an expanded 
arsenal of weapons & equipment. 
Play in ist- or 3rd-person across 
miles of environments around the 
world. Weather effects alter game- 
play (rain, snow, wind & fog). 
Communicate strategies to your 
team mates in multiplayer combat. 


EA (Action) 
Release: NOW 
PC CD 


Space 3D terrain ever created. А! |: 


"MAX PAYNE' is a gritty journey to 
the present day New York City dur- 
ing the worst winter blizzard in a. 
century. The game shoots from the 
lowest slum pits to the greatest sky- 
scraper heights, leaving behind a. 
trail of corpses, splatters of blood, 
and empty brass rolling on the floor. 
Max Payne, now a DEA special 
agent; goes to work undercover 
among the dirtiest mobster murder- 
ers in this city gone bad. 

G.0.D. (Action) 

Release: 2/00 

PC CD 


‘UNREAL TOURNAMENT' is a 
stand-alone 3-0. shooter/arena 
game with over 30 levels, enhanced. 
weaponry, & thrilling environment: 
Single player with teammate "bots". 
or multiplayer with up to 16 "bots". 
&/or humans. 


GT (Action: 
Release: NOW 
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FOURN AMENT 


Ones 24 Week 


pours 


Ога 
Dur free 


EF NOW 


and receive 
catalog with 
thousands of gam 


| 
les! 


UO 
BOARD GAMES CARD GAMES 
Tm ReLease Price Tm RELEASE Price Tme Reuease Price Tm Rerease Price 
1830 RR & Rbbr Brons 12/94 $26.99 Command at Sea Rules 05/96 $17.99 — Scrabble Dix 08/97 $49.99 7th Sea SD 0999 $8.99 
4 Battles Anc. World 01/95 $20.99 Condottiere 2nd Ed. 12/99 $21.99 MTG 6th Edition Starter 05/99 $8.99 
Courtisans of Versailles 10/99 $44.99 Stephensons Rocket 12/99 $34.99 — MTG Battle Royale 12/99 $21.99 
Advanced Civilization 12/94 $31.99 Grimson Skies 01/99 $29.99 Stock Market Guru 06/97 $25.99 MTG Exodus or Mirage BPOG/98 $2.99 
ASL Cassino Op. Diadem 10/99 $22.99 Deluxe Pente 10/99 $17.99 _ Sushi-Jalapeno War 01/99 $39.99 MTG Mercadn Masques 5010/99 $9.99 
ASL Late War 44-45 03/98 $9.99 Totaler Krieg! 12/99 $69.99 
ASL LeatherNeck 2or 3 ea.02/99 $9.99 Eagles Over the Alps 08/99 $36.99 U.S. Rails 12/96 $12.99 MTG Portal or Tempest ВРО4/ОВ $2.99 
Africa 1880 04/98 $52.99 Edison & Co. 06/98 $3499 Ultimate Stratego 08/99 $25.99 MTG Urza's Destiny SD 06/09 $899 
Age of Renaissance 12/06 $49.99 Empire Builder 03/96 $31.99 Victory 06/99 $38.99 Pokemon BP Asstd ва. 06/99 $9.99 
Airlines? or 2 ea. 08/98 $3499 Empires in Arms 12/94 $36.99 — VinciRise & Fall Civil 11/99 $25.99 
All Quiet Western Front 04/99 $39.99 Europe at War 2nd Ed. 09/96 $44.99 Vino 12/99 $34.99 Pokemon Scratchees SD 02/00 $10.99 
America in Flames 01/99 $49.99 Freight Train 07/98 $17.99 War Galley 05/99 $49.99 Star Trek Starter 09/96 $7.99 
‘Ancient Empires 01/95 $29.99 Gettysburg 3 Days July 05/96 $3499 МагТо End All Wars 08/98 $17.99 Star Wars BP Asstd. — 12/9 $2.99 
‘Autumn of Glory 12/94 $2499 Great War at Sea3 or 4 04/99 $32.99 Star Wars SD/ Young Jedi 08/99 $8.99 
‘Axis & Allies Europe 03/00 $39.99 Guild Wars 12/98 $34.99 World in Flames Dix 11/96 $9999 Tomb Raider SD 09/09 $8.99 
Knightmare Chess? 06/98 $1399 [7 a 
Barbarossa Army Grp Ctr 02/99 $54.99 Lionheart 10/97 $3499 | PLANESCAPE: TORMENT’ You 
Battle Mist 10/98 $42.99 Маш of America 12199 529.99 {Suffer from amnesia & search for 
Battle of Alma 05/96 $27.99 Monopoly Соса Cola 12/89 $34.99 [Your past, identity & destiny. You 
Battlefiet Gothic 12199 $5499 Monopoly US Space Prog. 12/99 $34.99 |96, only to find yourself resurrect- 
Battleground WW? 03/99 $28.99 ed in a strange place with your 
Battles of Alexander 11/94 $3399 Paths of Glory WWI 1099 $4299 Memory erased. Someone or 
Battleforce 2 02/98 $29.99 Рах Britannica 12/94 s2199 |Something is stalking you & you 
Pokemon Jr. Adv. Game 12/99 $1299 (Must figure out who, & what, 
Bobby Lee Amer CW 12/94 $39.99 Quests of Round Table 02/99 $1999 [Keeps killing you. Curiosity, fear, 
Caesar & Cleopatra 11/98 $2999 Republic of Rome 12194 $36.99 feed, survival, self-defense & 
Car Wars Deluxe 07/96 $2199 Risk osos s3799  |feVengecall take turns driving you 
Castle of Magic 05/99 $24.99 River Death Chicamauga 11/99 $5499 (toward an unforgettable end. 
Chicago Way 06/99 $21.99 Robo Rally 0196 sasso  |nterplay (Roleplaying) 
Circus Maximus 12194 $13.99 Samurai Swords oo; sasso  |Release: МОМ 
Colonial Diplomacy 01/95 $48.99 Saratoga osas s2499 [PC CD 
HINT BOOKS PC: TRADITIONAL PC:BUNDLES ROLEPLAYING 
Action 3D Ultra Lionel Traintown 09/99 $34.99 Aquazone 2 Deluxe 09/99 $24.99 7th Sea Players Guide 07/99 $25.99 
Daikatana 12/99 $1699 Babyz 09/99 $39.99 — Archives 4 03/09 $39.99 
Half Lite 11/98 $1699 Battleship Classic 12/98 $12.99 Army Men Freedom Pck 10/99 $28.99 Aberrant 11/99 $20.99 
Half Life Team Fort? 12/99 $17.99 Bridge Delux 2 W95 02/98 $21.99 AlternityPlayer's HB 0498 $27.99 
Heavy Gear 2 OSG 10/99 $1799 Catz 4 09/99 $26.99 Battleground: Coll2 01/99 $37.99 Ars Magica 4th Ed 08/95 $25.99 
Interstate 82 056 10/99 $17.99 Battlezone Gold 09/99 $28.99 Brave New World 09/99 $25.99 
Kingpin 056 07/99 $1799 00024 10/99 $26.99 Blzzrd Game Year Cicin 02/99 $59.99 Bubblegum Crisis 12/96 $22.99 
Quake 3 Arena 11/99 $17.99 бате Commander 10/99 $44.99 Classic Card Games 10/99 $18.99 Call of Cthulhu Sth Ed. 07/98 $26.99 
Rogue Spear 10/99 $17.99 Game of Life 12/98 $27.99 Dark Side Moon w/Book 08/99 $39.99 Campaign Cartographer 2 10/99 $69.99 
SWAT З Се Otrs ВШ 12/99 $17.99 бте for Email: Scrabble 03/99 $14.99 — F22/EF 2.0 Bundle 0199 $29.99 Changeling 09/95 $26.99 
Starsiege: Tribes 01/99 $16.99 Gms Email: Btlship 01/99 $14.99 Forgotten Rims Arcvs3 08/99 $12.99 Conspiracy X 09/96 $24.90 
System Shock 2 09/99 $10.99 GmsEmailChssChkrsBkgm01/99 $14.99 Forgottn Rims Arcvs 2 08/99 $12.99 Cyberpunk 2020 05/95 $18.99 
Thief Gold Dark Project 10/99 $12.99 Hoyle Вскоттп Crbbge 07/99 $19.99 Freespace Battle Pack 09/99 $19.99 DC Heroes Universe 12/99 $2499 
Tomb Raider 30SG 12/98 $1399 Hoyle Card Games 11/98 $29.99 39 Deadlands Rulebook 10/97 $27.99 
Hoyle Classic Casino 11/98 $29.99 Hasbro Family Game Pck 03/99 $24.99 Dragonlance Sth Age 09/95 $21.99 
Urban Chaos 12/99 $10.99 Hoyle Craps & Bikjack 07/99 $19.99 Hasbro Strategy Game Pk 02/99 $32.99 Dune 12/99 $29.99 
Worms Armageddon 10/99 $10.99 — Hoyle's Casino 99 04/99 $25.99 Hasbro Word Game Pack 02/99 $24.99 Fading Suns 02197 $21.90 
Adventure Make Your Own Opoly 10/98 $29.99 Hero MM Millenium Ed 10/99 $38.09 GURPS Rulebook 02/95 $22.99 
Gabriel Knight 3 10/99 $1699 — Mastermind 09/98 51499 Intrply 15 Yr Anthigy 10/99 $29.99 
Indy Jones Infrnl Mchn 11799 $17.99 Jane's Attack Pack 06/99 $27.99 Нето Wars 12,99 $16.99 
Omikron: Nomad Soul 10/09 $1799 — Scattergories 10/99 $28.09 M&M Millenium 10/99 $38.99 Heroes Unlimited 2nd Ed. 02/98 $21.99 
Pharaoh 10/99 $17.99 Scrabble 2 09/89 $28.99 Myth: Total Codex 11/99 $1999 Hunter 11/99 $25.99 
PrinceofPersia3D 10/99 $1699 Shanghai 2nd Dynasty 11/99 $35.99  OpArtWarElteEd 08/99 $4499 In Nomine 03/97 $23.99 
Roleplaying Smart Games 3 12/98 $18.09 Panz Cmmdr/Panz Ge 28ndl02/99$38.99 Jovian Chronicles 04/98 $25.99 
Dark Stone. 08/99 $1799 Solitaire 08/99 $1899 Starcraft ВЕЙ Chest 12/98 $39.99 MERP 2 Softcover 10/95 $1999 
Diablo 2 086 12/99 $1799 Solitaire Dix W98 11/88 $29.90 Starsge Trbe Actn РК 10/99 $5999 Macross 2 04/95 $11.99 
EverQuest OSG 04/99 $16.99 Sorry 04/98 $12.99 Tomb2/Total Bundle 10/99 $19.99 Mage 2nd Ed. 02/95 $28.99 
Might & Magic 7 06/99 $17.99 Star Wars Behind Magic 10/98 $21.99 Ultimate Wargam Coll.Vol. 212/99$29.99 Marvel Super Heroes 09/98 $21.99 
Nox 11/99 $17.99 Stratego 11/98 $18.99 с Mechwarrior 07/95 $13.99 
Revenant 10/99 $17.99 Virtual Chess Academy 10/99 $27.99 WarCraft Bl Chst Pitam 11/99 $54.99 Nephilim 09/95 $18.99 
Silver 10/99 $10.99 You Don't Know Јаск5 09/99 $34.99 West Front: Elite Editn 10/99 $44.99 Palladium Fantasy 03/98 $21.08 
Simulation You Don't Know Jack Jumbo09/99 Xcom collection 11/99 $29.99 Pendragon 4th Ed. 05/95 $24.99 
Flight Unlimited 3 09/99 $17.99 Rifts 06/95 $21.99 
"HOLLYWOOD MOGUL’ gives you Riddle Rooms 04/99 $9.99 
Pro Pilot 2000 10/99 $1799 | control of a Hollywood movie stu- Robotech 04/95 $11.99 
Sports dio. Go inside the dream factory ‚Shadowrun 3rd Edition 10/98: $28.99 
FIFA Soccer 2000 10/99 $1099 |as you bring 100 movies to the 1 
Madden NFL 2000 09/99 $10.99 | Silver Screen. Own the studio. Swords of Middle Kingdom06/99 $23.99 
Strategy. Make the movies. Hire and fire the Traveller 09/96 $22.99 
Age of Empires 2 10/99 $1799 | biggest names in Hollywood. Play Tribe 8 10/98 $25.99 
сас2 08/99 $17.99 | against the box office scores of Trinity 03/98 $26.99 
Dungeon Keeper 2 08/99 $1799 | other Hollywood Moguls around |) ‘Twilight Imperium 12/99 $17.99 
Homeworld 10/99 $12.99 | the world. New actors, actresses, Unknown Armies 09/99 $21.99 
Myth 2 09/99 $1999 | and directors may approach your 
Populous 3 11/98 $1699 | studio with projects Warhammer Fantasy 06/95 $24.99 
Shadow Company 11/99 $1799 [HM Comnany y, (Strategy) Werewolf 02/95 $24.99 
Total Annhltn Kingdoms 08/99 $1799 | Release: NOW World of Darkness 06/95 $15.99 
s : Wraith 02/95 $24.99 
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SONY PLAYSTATION DREAMCAST 
ТЕ RELEASE Price ТЕ Reuease Price Tme RELEASE PRICE Tme Revease Price 
‘Ace Combat 3 01/00 $46.99 Knights of Carnage 10/99 $39.99 Resident Evil 3:Nemesis 11/99 $46.99 Armada 12/99 $48.99 
Alien Resurrection 01/00 $44.99 Knockout Kings 2000 11/99 $39.99 Road Rash Jailbreak 01/00 $39.99 Castlevania Resurrectn 01/00 $49.99 
Konami Arcade Classics 12/99 $32.99 Rugby 2000 03/00 $39.99 Climax Landers 04/00 $49.99 
Ape Escape. 06/99 $42.99 Legacy Kain Soul Reavr 08/99 $39.99 Deep Fighter 12/99 $46.99 
Arcade Party Pak 12/99 $32.99 Shadow Tower 11/99 $42.99 Dreamcast Controller 09/99 $29.99 
Army Men:Sarge's Heroes 01/00 $42.99 - "RESIDENT EVIL: CODE| 
Bass Rise 03/00 $4299 || ТА VERONICA’ The nightmare| Dreamcast Visual Метогу09/99 $29.99 
Broken Sword 2 1299 $499 || fO plague now spreads to} Ecco the Dolphin 04/00 $48.99 
CTR:Crash Team Racing 10/99 $39.99 Dreamcast. Command Claire] Fighting Force 2 12/99 $49.99 
Caesars Palace 2000 12/99 $39.99 É Redfield as she searches forj House of ће Dead? ^ 09/89 $49.99 
Chocobo Magic Dungn 2 01/00 $39.99 [n] || SIDERT | Vil her missing brother, Chris.) Incoming 12/09 $38.99 
Civilization Call Power 02/00 $42.99 u Graphics so real, so terrify-| MDK2 03/00 $46.99 
Clock Tower 2 1899 $3699 || CY CODPAVerOR TOR ing...you'll beg to keep the} Marvel Vs. Capcom 10/99 $48.99 
Colony Wars 3 Red Sun 03/00 $42.99 lights on New 1st-Person| NBA Showtime NBA/NBC 11/99 $49.99 
Cool Boarders 4 10/99 $4299 perspective battles take you} NFL ов Club 2000 12/99 $49.99 
Countdown Vampires 03/00 $46.99 & directly into the horrifying} NHL 2000 01/00 $46.99 
Crusaders Might Magic 01/00 $42.99 drama Rainbow Six 12/99 $49.99 
CyberTiger Golf 01/00 $42.99. en Capcom avenue) Red Line Racer 12/99 $48.99 
Destruction Derby 3 04/00 $4499 || кал Releasi 
adde Roadsters 12/99 $48.99 
Digimon World 04/00 $44.99 Macross VFX (01/00 $4299 Space Invaders Sega Rally Champion 12/99 $49.99 
Dino Crisis 09/99 $49.99 Madden Football 2000 08/99 $39.99 Special Forces Sega Sports NBA2K 11/99 $49.99 
Driver 07/99 $39.99 March Madness 2000 12/99 $42.99  SpyrotheDragon2 11/99 Sega Sports NFL2K 0999 $39.99 
Duke Nukem Planet Babes03/00 $44.99 Medal of Honor 11/99 $39.99 Star Trek Red Squad 05/00 Slave Zero 11/99 $49.99 
Dukes of Hazzard 12/99 $44.99 Monster Rancher 2 09/99 53999 Suikoden 2 09/99 $3999 Sonic Adventure 09/99 $48.00 
Dune 2000 11/99 $39.99 Motocross Madness 03/00 $46.99 Syphon Filter 2 03/00 $4299 Soul Calibur 09/99 $48.00 
NASCAR 2000 09/99 $39.99 Team Buddies 02/00 $4299 Soul Fighter 12/99 $49.99 
Eagle One Harrier Attk — 02/00 $46.99 Speed Devils 1199 $46.99 
FIFA Soccer 2000 10/99 $4499 МВА In Zone 2000 01/00 $4299 Thousand Arms 10/99 $4899 Star Trek New Worlds 03/00 $49.99 
FIFA Soccer 2001 07/00 $42.99 МВА Live 2000 11/99 $34.99 Thrasher:Skate & Destroy 11/99 $44.99 — Striker Pro 2000 02/00 $49.99 
Fatal Fury Wid Ambtn 12/99 $39.99 МВА Shootout 2000 12/99 $42.99 Tiger Woods 2000 02/00 $39.99 Тее Off Golf 01/00 $49.99 
Fighting Force 2 12/99 $42.99 NCAA Final Four 2000 11/99 $42.99 Tomb Raider Lst Revitn 12/99 $42.99 Тоу Commander 03/00 $46.99 
Final Fantasy Anthology 10/99 $44.99 МЕ. бате Day 2001 09/00 $42.99 Tomorrow Never Dies 12/99 $44.99 — Virtua Fighter 3 10/99 $49.99 
Final Fantasy VIII 09/99 $49.99 NHL Face Off 2000 10/99 $39.99 Топу Hawks Pro Skater 10/99 $42.99 
Fisherman's Bait 2 01/00 $42.99 Need Speed 5 03/00 $4299 Тоу Story 2 11/99 $42.99 
Nightmare Creatures 2 03/00 $44.99 — Track & Field 2000 12/09 $42.99 USED GAMES 
Gran Turismo 2 12/99 $44.99 PSX Dual Shock Asstd. 05/98 $29.99 Triple Play 2001 03/00 $42.99 Аг Force Delta DC 11/99 $39.99 
Grand Theft Auto? 10/99 $39.99 PSX Memory CardAsstd. 09/95 $1499 Twisted Metal 4 11/99 $3999 Blue Stinger DC 11/99 $39.99 
Grandia. 10/99 $39.99 Vagrant Story 03/00 $52.99 Bomberman Hero N64 09/99 $24.99 
Guilty Gear 2 01/00 $46.99 Panzer General Assault 02/00 $42.99 — Vandal Hearts 2 12/09 $44.99 
Jackie Chan Stuntmstr 02/00 $46.99 Paper Boy 02/00 $42.99 Vigilante 8 2 Offense 12/99 $29.99 Bushido Blade 2PSX 08/99 $22.99 
Jet Moto 3 09/99 $39.99 Parasite Eve 2 02/00 $49.99 Cruis'n the WorldN64 08/99 $29.99 
Jurassic ParkWarpath 11/99 $39.99 Rainbow Six 12/99 $4299 X Men 3D 03/00 $42.99 
K1 Grand Prix 02/00 $42.99 Ready 2 Rumble Boxing 11/99 $44.99 Xena Warrior Princess 10/99 $42.99 Hydro Thunder DC 11/99 $39.99 
Jade CocoonPSX 08/09 $34.90 
NINTENDO 64 Legend Mystical NinjaN64 09/99 $29.99 
Magic Carpet PSX 09/99 $19.99 
Armorines 12/99 $54.99 Donkey Kong 64 12/09 $59.99 — Mario Party 2 01/00 $52.99 Mortal Kombat GoldDC 11/99 $39.99 
Army Men:Sarge's Heroes 10/99 $52.99 Dragon Sword 03/00 $59.99 М4 Controller Asstd Color10/96 $26.99 — PilolWings N64 09/99 $29.99 
Asteroids Hyper 64 12/99 $52.99 N64 Rumble Pak 09/97 $19.99  PowerboatRacingPSX 09/99 $24.99 
Gauntlet Legends 09/99 $54.99 ) 
Bass Masters 2000 12/99 $54.99 Harrier 2000 03/00 $66.99 — NASCAR 2000 09/99 $5499 Silent Hill PSX 08/99 $29.90 
Battle Tanx 2 10/99 $54.99 Harvest Moon 12/99 $59.99 МВА Courtside 2:30n3 11/99 $52.99 Snowboard Kids N64 09199 $24.99 
Battlezone 03/00 $59.99 Jet Force Gemini 10/99 $52.99 Nightmare Creatures 2 03/00 $56.99 Sonic Adventure DC 11/99 $39.99 
Blades of Steel 2000 02/00 $56.99 — Kirby64 03/00 $5299 Nuclear Strike 12/99 $4499 Tokyo Extreme Racer DC 11/99 $39.99 
“NHL: BLADES OF STEEL 2000" WWF Attitude DC 11/99 $39.99 
All the excitement, all the players,| Pokemon Snap 08/99 $49.99 Wing Commander 4PSX 08/99 $29.99 
all the stats and all the tooth-bash-| Pokemon Stadium 03/00 $59.99 
5 ud BA |" ing action of the real thing. Enjoy all} Quest 64 Part 2 01/00 $62.99 GAMEBOY 
5 new motion captured animation, | Rainbow Six 11/99 $59.99 Bionic Commando 01/00 $28.99 
с adjustable team strategies апа | Ready 2 Rumble Boxing 11/99 $59.99 Blades of Steel 2000 12799 $28.99 
| И fully-detailed NHL stadiums with| Resident Evil 64 11/99 $6499 Boarder Zone 12/99 $29.99 
== real ice conditions. So. Prk Chef Luv Shack 12/99 85499 Bugs Bunny 4 02/00 $28.99 
OF ST Е EL Konami (Sports) | Starcratt 04/00 $54.99 Classic Bubble Bobble 12/99 $28.99 
wit Release: 2/00) Super Mario Adventure 04/00 $59.99 — Deer Hunter 12/99 $28.99 
Tiger Woods 2000 02/00 $5499 бате & Watch Gallery 3 12/99 $28.99 
Toy Story 2 11/99 $54.99 
Turok Dino Hunter3 11/99 $54.99 Magical Tetris Mickey 12/99 $28.99 
Vigilante 8 2 Offense 01/00 $54.99 Mask of Zorro 18/99 $28.99 
WWF Wrestlemania 2000 11/99 $62.99 NBA Courtside 3-on-3 12/99 $28.99 
Brunswick Bowling 12/99 $54.99 Knockout Kings 2000 11/99 $54.99 Wild Water Champion 02/00 $59.99 Pokemon Trading Card 04/00 $29.99 
Carmageddon 64 02/00 $54.99 LEGO Racers 10/99 $56.99 — WinBack 10/99 $54.99 Silver Streak Pinball 01/00 $28.99 
Castlevania Spec. Ed. 12/99 $54.99 Legend of Zelda 11/98 $39.99 World League Soccer 2K 03/00 $54.99 Speedy Gonzales 01/00 $28.99 
CyberTiger Golf 02/00 $54.99 Madden Football 2000 09/99 $54.99 
DethCarz 02/00 $59.99 Mario Golf 64 08/99 $54.99 Xena Warrior Princess 12/99 $59.99 Toobin’ 01/00 $28.99 


\Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are 
subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee 


applies. All sales final, S&H calculated on a per order, per shipment, and per item basis. The 
"per order’ charge is charged once per order placed, the "per item’ charge is charged once 
for each item ordered and the "рег shipment charge is charged once for each shipment we 
make to you. For each US order $10.00 will be allocated to a 12 issue subscription to 
Computer Games Strategy Plus. Call for details. 


Standard Priority 
U.S, Mail U.S. Mail 
Per Order $1.00 $2.00 
Per Shipment. $125 $1.00 
Per Item $0.75 $1.00 
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Express 


Mail To Mail To 
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134 Days 
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"LUNAR 
NAL BLUE’ 


ETER- 
Dark 


forces are trying to IB 
revive the evil 
Zophar, & immerse 


LUNAR in darkness 
forever. Join Hiro 
and Ruby a thou- 
sand years after the 
first adventure, as 
they work to unlock 
the secrets of the 
Blue Spire. Meet 
exciting new char- 
acters, fight vividly 
animated топ- 
sters, — traverse 
snow-covered 
mountain peaks, 
and crawl through 
slimy dungeon 
depths as you wind 
your way toward 
the terrifying cli- 


Working Designs 
(Roleplaying) 
Release: 3/00 

PSX 


A 


УТАР AFT 7: 


KA 


Nintendo (Strategy) 
Release: 4/00 
N64 


‘STARCRAFT 64' 24th cen- 
tury A.D. Terrans are at war. 


But the invasion by 2 
suprahuman species forces 
them to join in a fight for 
survival. 60 missions 
include multiplayer, original 
& all new. Play as the 
Terrans, the Zerg or the 
Protoss. Erect & defend 
structures, build & deploy 
weapons & vehicles, train 
troops, repair buildings, & 
launch attacks. 


~ 


ion 


PlayStat 


Е 


= 


‘DIE HARD TRILOGY 2 " 
Third person action/adven- 
ture, sharpshooting & 
extreme driving put you right 
in the heat of the battle. Or 
play a story-driven adven- 
ture where you move seam- 
lessly from one style to 
another. Save the hostages, 
solve complex puzzles, & 


i arm yourself with 12 kickass 
| weapons. 


Fox (Shooter) 
Release: 2/00 
PSX 


Nintendo (Roleplaying) 
Release: 1/00 


"MARIO PARTY 2' This 
sequel allows up to 4 players 
to compete in exciting inter- 
active board games packed 
with surprises. Features 6 
all-new multiplayer. 
Adventure Boards, and a 
special Quest Mode for play- 
ers who prefer to party 
alone. There are plenty of 
new mini-games to master, 
as well as encore appear- 
ances from the best mini- 
games from the first Mario 
Party. 


"CASTLEVANIA: RESUR- 
RECTION' Summoning the. 
powers of Hell, the dark 
Countess of Castlevania has 
created a portal for Dracula 
to re-enter our world, along 
with a raft of suck-ups anx- 


jous to do his bidding. But 


remember: while you can 
dress to kill, if you lack the 
skill, your night is really 
gonna suck! 
Konami (Roleplaying) 
Release: 2/00 
Dreamcast 


'SAGA FRONTIER 2' Magic 
rules the land and young 
Prince Gustave is exiled 
when he is found incapable 
of wielding the magical 
"Anima. Years later, he 
attempts to regain power| 
using magic, revenge, secret 
plots and more. 


Squaresoft 
(Roleplaying 
Release: 2/0 

PSX 
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„ik 


New WWII 


Coming in the April issue of 

Computer Games Magazine: 

Jane’s Combat Simulations: Creators of Longbow 2 and F-15, 
two of the most realistic combat sims ever. Looking Glass 
Studios: Designers of the acclaimed Flight Unlimited series. 
What happens when these two powerhouses join forces to cre- 
ate the ultimate World War II simulation? We'll go behind the 
scenes with designer Constantine Hantzopoulos to bring you 
the full scoop on this hot new sim. 


Awards! 5 : - 
It's time to pick the best games of the year, so the Computer " У 
Games crew is selflessly diving back into those addictive 
releases from 1999, sacrificing their free time to help make sure 
you don't miss any future classics. (Really, don't mention it.) 
Tune in next month to find out which were the best games in 
one of the best years for gaming yet. 


Plus! 

Our monthly "Ten Best" list, and Steve Bauman again takes you 
behind the scenes with another interview with the folks who 
make the great games. And our usual CD packed with over 
600MB of the hottest game demos. (And hopefully, the exclu- 
sive Command and Conquer: Tiberian Sun add-on level which 
was delayed past the deadline for this month's CD.) 


PAGE(S) ADVERTISER WEB SITE ADDRESS. | РАСЕ(5). ADVERTISER WEB SITE ADDRESS. 

49 2AM. www.Zamgames.com i 2-5, 6-7, 24-25 Eidos www.eidos.com 

57, 71, 73, 75, 77, backcover _ 320. www.3do.com i 19 Hasbro www.microprose.com 
38-39 Activision www.activision.com 1 12-13, 23, 32-33 InterPlay www.interplay.com 
10-11 Blizzard www.blizzard.com || 26-27 Microsoft www.microsoft.com/games 
30-31 Cavedog. www.cavedog.com | 8-9 Mindscape www. ssionline.com 
94-99 Chips & Bits www.cdmag.com/chips | 16-17 Psygnosis. www.psygnosis.com 
37 Cyberwarrior www.cyberwar.com N bh-h5 Razer WWw.razerzone.com 
55 Cyber World Group www.goldenpalace.com | 20-21 Segasoft www.segasoft.com 
101-103 Dell www.dell.com 135 Talonsoft www.westwood.com 
АЗ Earthlink www.earthlink.com NET THQ www.thq.com 
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ORE THAN MY ЕКІЕМО ВОВ,5 


pentiumelll 


Congratulations. You just left Bob and his computer back there about half a mile, standing in a cloud of 
your dust. Meanwhile you’re cruising at Mach Il thanks to the new motherboard. Combined with 
RDRAM, it offers up to a 116% increased memory performance gain over earlier systems.” The result — 
WHOA! Start it up and you'll find that everything is faster, smoother, more realistic and more intense. 
Technology at warp speed. It's one more benefit of the Dell4me™ total ownership experience. A 
complete resource for products and services that make it easy for you to get the most out of technology. 


> DELL4 “ | YOUR THOUGHTS EXACTLY. 


NEW DELL? DIMENSION: xPs B733r Desktop 

The Need-for-Speed Solution 

и Intel® Pentium® Ill Processor at 733MHz = 128MB RDRAM 

= 27.368" Ultra ATA Hard Drive = 19" (18.0" vis, .26dp) M990 Monitor 

= NEW32MB NVIDIA geFORCE 4X AGP Graphics Card 

= 8X Max Variable DVD-ROM Drive and Decoder Card with TV Out with FREE DVD Movie Offer” 
= SB Live! Value Digital with MusicMatch* Jukebox Enhanced” 

= NEW Altec Lansing THX Certified ADA885 Dolby Digital Speakers with Subwoofer 
и V.90 56K Capable" PCI Telephony Modem for Windows 

= NEW Microsoft® Works Suite 2000 with Money 2000 Basic 

в Microsoft" Windows” 98, Second Edition 

= QuietKey® Keyboard = Logitech MouseMan* Wheel 

и 3-Year Limited Warranty? = 1-Year At-home Service” 


2 999 AQ ^s low as $82/Mo.,for 48 Mos.” 
E-VALUE CODE: 89623-500229b 
Dell Recommended Upgrades: 
и 1-Year Dellnet™ Internet Access" with 20MB of Online Backup", add $100 


= 34.2GB* Ultra ATA Hard Drive, add $170 B E D | R E C T 


и Microsoft* Natural Keyboard Pro, Dell" Edition, add $59 


1.800.553.6026 monsun: zane cr www.dell4me.com 


Monthly payments based on sales price depicted for 48-mo. term at 13.99% APR. APR FOR QUALIFIED CUSTOMERS 
VARIES BY CREDITWORTHINESS OF CUSTOMER AS DETERMINED BY DELL FINANCIAL SERVICES L.P. PAYMENTS 
EXCLUDE TAXES AND SHIPPING CHARGES THAT VARY. Taxes & shipping charges due with 1st payment unless included 
in the amount financed, in which case your monthly payment will be higher. Purchase Plan from Dell Financial Services 
L.P., 14050 Summit Dr., Austin, TX 78728, to U.S. state residents (including D.C.) with approved credit, excluding AR and MN 
residents. Availability may be limited or offer may vary in other states. 


BRINGING GREAT VALUES HOME. 


NEW DELL* INSPIRON™ 5000 Notebook 
Performance and Mobility 

m Intel® Pentium® Ill Processor at 500MHz 

и 15" SXGA+ Active Matrix Display 

и 64MB 100MHz SDRAM 

= 6.0GB' Ultra ATA Hard Drive 

= Modular 24X Max Variable CD-ROM 

и 2X AGP 8MB ATI RAGE Mobility"-P 3D Video 

и Internal PCI 56K Capable" V.90 Fax Modem 

= NEW Microsoft® Works Suite 2000 with Money 2000 Standard 


$2799 =: 


Dell Recommended Upgrades: 
m HASBRO* Interactive Game Раск“, add $79 
m Intel® PC Camera Раск“, add $79 


o., for 48 Mos. 
9624-800227h 


NEW DELL? INSPIRON" 5000 Notebook 
Performance and Mobility 

и Intel® Celeron” Processor at 466MHz 

= 14.1" XGA Active Matrix Display 

= 64MB SDRAM 

= 6.0GB' Ultra ATA Hard Drive 

и Modular 24X Max Variable CD-ROM 

и Internal PCI 56K Capable" V.90 Fax Modem 

и NEW Microsoft® Office 2000 Small Business plus Encarta 2000 


As low as $63/Mo.,for 48 Mos.” 
ҸӘ E-VALUE CODE: 89624-800221h 
Dell Recommended Upgrades: 


= Quicken* 2000 PowerPack, add $89 
и Home Reference 4-Pack”, add $79 


Inspiron™ Notebooks include: 

m Microsoft® Windows® 98, Second Edition 
и Norton AntiVirus?" 2000 (CD) 

и Lithium lon Battery 

= NEW i-Learn My Dell* PC 

и 3-Year Limited Warranty? 


ПЕЕ? INSPIRON” 7500 Notebook 
Mobile Desktop 
и NEW Intel® Pentium® Ill Processor at 650MHz 
with Intel® SpeedStep™ Technology“ 
и 15.4" SXGA TFT Active Matrix Display 
и 96MB 100MHz SDRAM 
= 6.068" Ultra ATA Hard Drive (75GB Max“) 
и Removable Combo 32X Max Variable CD-ROM and Floppy Drive 
m 2X АБР 8MB ATI RAGE Mobility"-P 3D Video 
и Internal PCI 56K Capable" V.90 Fax Modem 
и NEW Microsoft® Works Suite 2000 with Money 2000 Standard 


As low as $98/Mo.,for 48 Mos.” 
ФӘ E-VALUE CODE: 89624-800235 
Dell Recommended Upgrades: 
и Inspiron™ 7500 Advanced Port Replicator (Includes 10/100 NIC Card), add $259 


= NEW Accessories Bundle (harman/kardon Speakers, 
Intel* PC Camera Pack", Headphones, Microphone), add $99 


DELL? INSPIRON 3700 Notebook 

Design and Affordability 

и Intel® Celeron" Processor at 433MHz 

и NEW 12.1" SVGA Active Matrix Display 

= 32MB SDRAM 

= 4.868" Ultra ATA Hard Drive 

= Modular 24X Max Variable CD-ROM 

= 2X AGP 8MB ATI RAGE Mobility"-M1 3D Video 

= NEW Microsoft® Works Suite 2000 with Money 2000 Standard 


As low as $46/Mo., for 48 Mos.” 
E+VALUE CODE: 89624-800216 

Dell Recommended Upgrades: 

= Traveler's Bundle (Nylon Carrying Case, Targus Defcon 


Notebook Alarm, APC Notebook Surge Protector), add $99 
= Second 53WHr Lithium lon Battery with ExpressCharge" Technology, add $99 


USE THE POWER OF THE E-VALUE™ CODE. 
Match our latest technology with our latest 
prices and learn about current discounts 
and promotions at www.dell4me.com 


Monthly payments based on sales price depicted for 48-mo. term at 13.99% APR. APR FOR QUALIFIED CUSTOMERS VARIES 
BY CREDITWORTHINESS OF CUSTOMER AS DETERMINED BY DELL FINANCIAL SERVICES L.P. PAYMENTS EXCLUDE TAXES 
AND SHIPPING CHARGES THAT VARY. Taxes & shipping charges due with 1st payment unless included in the amount 
financed, in which case your monthly payment will be higher. Purchase Plan from Dell Financial Services L.P., 14050 Summit Dr., 
Austin, TX 78728, to U.S. state residents (including D.C.) with approved credit, excluding AR and MN residents. Availability 


may be limited or offer may vary in other states. 
Prices, specifications and availability may change without notice. U.S. only. "For a copy of Guarantees or Limited Warranties, write Dell USA LP, Attn: Warranties, 
One Dell Way, Round Rock, TX 78682. "At-home or on-site service provided via contract between customer and third-party, availability varies. Technician dispatched, if neces- 


Я Ш sary, following phone-based troubleshooting. Other conditions apply. ‘For hard drives, GB means 1 billion bytes; accessible capacity varies with operating 
pentium? environment. "Download speeds limited to 53Kbps. Upload speeds are less (in about the 30Kbps range) and by modem manufacturer and online conditions. Analog phone line 
- and compatible server required. "Includes 150 hours Internet access per month, with $1.50 per hour charge for each hour (or fraction thereof) over 


NEW DELL* DIMENSION" xPs T650r Desktop 
High Performance, Great Value 
и Intel® Pentium® Ill Processor at 650MHz 
и 128MB SDRAM at 100MHz = 20.468: Ultra ATA Hard Drive 
m 17" (16.0" vis, .26dp) M780 Monitor 
и 32MB NVIDIA TNT2 "Ultra" AGP Graphics = 48X Max Variable CD-ROM Drive 
и Turtle Beach Montego* II A3D™ 320V Sound Card 
with MusicMatch* Jukebox Standard” 
= Altec Lansing ACS-340 Speakers with Subwoofer 
и V.90 56K Capable” PCI Telephony Modem for Windows 
m 1-Year Dellnet™ Internet Access" with 20MB of Online Backup” 


$1999 


Dell Recommended Upgrades: 
и NEW SB Live! Value Digital with MusicMatch* Jukebox Enhanced", add $59 
и NEW Altec Lansing THX Certified ADA885 Dolby Digital Speakers with Subwoofer, add $188 


As low as $55/Mo., for 48 Mos." 
E* VALUE CODE: 89624-500219x 


DELLAme" 


The Dell4me" total ownership experience; 
a complete resource for products and 
services that make it easy for you to get 
the most out of technology. 


SOFTWARE: Dell* offers a variety of software multipacks designed for work, education or 
play. = HASBRO" Interactive GamePack”, $79 = Quicken” 2000 PowerPack”, $89 m Choose from one of 
four Education Packs”, $79 


PRINTERS: Dell simplifies your life and ensures compatibility by pre-installing drivers for 
select printers on your new Dell PC. Just turn it on, attach the printer cable, it just takes 
seconds. ш HP 895 Printer, 5299 ш Other brands and models available, starting at $149 


CAMERAS AND SCANNERS: Dell offers you the tools you need to take pictures and 


archive images on your hard drive instead of in a shoebox. Send pictures and video to friends and 
family via e-mail. = Epson 610u Scanner, $149 = Intel® PC Camera РгоРаск, $129 = Fuji MX1200, $299 


SERVICE AND SUPPORT: Dell offers you the help you need when you need it, via phone 
or online.  24x7 phone and online tech support Dimension Premier 3-Year At-Home Service’, add 
$99 = Inspiron 3-Year On-Site Service", add 599 = Support.dell.com for innovative online support tools 


INTERNET ACCESS AND SERVICES: Dell offers you access to the Internet as well 
as online services and resources designed to help you make the most of your PC = Dellnet™ 
Internet access" with 20MB of Online Backup" = Simple drag and drop website creation tool 
with 12MB of homepage storage space Over $350 worth of special offers for Dell customers 
with popular online retailers 


PAYMENT SOLUTIONS: Dell offers several payment options designed to fit a wide 
range of customer needs. = Dell Platinum Visa® Card = Dell Purchase Plan” = Dell E-Check (auto- 
matic checking withdrawal) 


150 hours. Remote subscribers subject to additional charge of $4.95 for each hour of Dellnet service. Excludes applicable taxes and local/long distance telephone 
access fees or charges. Additional $1.00/hour surcharge for Dellnet service in HI and AK. "Online backup services are provided by a third 


Dimension? Desktop Systems include: 
= Keyboard = Mouse в 3.5" Floppy Drive 

= NEW Microsoft® Works Suite 2000 with Money 2000 Basic 
= Microsoft® Windows? 98, Second Edition 

= Norton AntiVirus?" 2000 (CD) 

и 3-Year Limited Warranty? = 1-Year At-home Service® 


NEW DELL? DIMENSION® хрх 87331 Desktop 
Cutting Edge Technology 
и Intel® Pentium® Ill Processor at 733MHz 
= 128MB RDRAM = 27.3GB' Ultra ATA Hard Drive 
= 17" (16.0" vis, .26dp) M780 Monitor 
= NEW 32MB NVIDIA geFORCE 4X AGP Graphics Card 
и 8X Max Variable DVD-ROM Drive with FREE DVD Movie Offer” 
и SB Live! Value Digital with MusicMatch* Jukebox Enhanced“ 
= Harman Kardon НК-595 Surround Sound Speakers 
with Subwoofer 
и V.90 56K Capable" PCI Telephony Modem for Windows 
и 1-Year Dellnet?" Internet Access” with 20MB of Online Backup” 


5; As low as $76/Mo., for 48 Mos.” 
E-VALUE CODE: 89624-500227h 
Dell Recommended Upgrades: 
и 19" (17.9" vis, 24 - .25AG) P991 FD Trinitron* Monitor, add $207 


= 8X Max Variable DVD-ROM Drive and Decoder Card with 
TV Out with FREE DVD Movie Offer", add $59 


DELL? DIMENSION?" xPs 1550 Desktop 
High Performance, Great Value 
= Intel® Pentium® Ill Processor at 550MHz 
m 128MB SDRAM at 100MHz = 10GB' Ultra ATA Hard Drive 
m NEW 17" (16.0" vis, .28dp) E770 Monitor 
= NEW 16MB ATI RAGE 128 Pro 
и 48X Max Variable CD-ROM Drive 
и Turtle Beach Montego* Il A3D™ 320V Sound Card 
with MusicMatch* Jukebox Standard? 
и Altec Lansing ACS-340 Speakers with Subwoofer 
= V.90 56K Capable" PCI Telephony Modem for Windows 


рыз As low as $41/Mo., for 48 Mos." 
E*VALUE CODE: 89624-500214 
Dell Recommended Upgrades: 
и Microsoft® Natural Keyboard Pro, Dell* Edition, add $59 


= 1-Year Dellnet™ Internet Access" with 20MB 
of Online Backup", add $100 


DELL? DIMENSION? 1433cx Desktop 
Affordable Desktop Solution 
= Intel® Celeron" Processor at 433MHz 
= 64MB SDRAM at 100MHz = 4.3GB‘ Ultra ATA Hard Drive 
и NEW 15" (13.8" vis) E550 Monitor = Intel® 3D AGP Graphics 
и 40X Max Variable CD-ROM Drive 
и SoundBlaster 64V PCI Sound Card 
with MusicMatch* Jukebox Standard 
= harman/kardon Speakers 
и V.90 56K Capable” PCI DataFax Modem for Windows 


As low as $25/Mo., for 48 Mos.” 
* E* VALUE CODE: 89624-500208 
Dell Recommended Upgrades: 


= 10GB‘ Ultra ATA Hard Drive, add $68 
= NEW 17" (16.0" viewable, .28dp) E770 Monitor, add $68 


1.800.553.602 бољара 


BE DIRECT 


party, and such services are provided subject to terms and conditions between such third party and the customer. Limited to 20MB of online storage; 


additional storage space available at additional charge. Dell disclaims any responsibility for lost customer data. "Software, packaging and documentation 
differ from retail versions. "For select Hewlett Packard printers. "Limited time offer. Includes one (1) DVD title (max. $20.00 value, including tax 
and shipping) with purchase of a new Dell system with a DVD-ROM drive. See details at www.dell4me.com/eoffers. Offer must be redeemed over the 
Internet. within 60 days from invoice. Limit one per customer. "Includes one (1) upgrade and online technical support from MusicMatch. "To achieve 
75GB Max. hard drive capacity on the Inspiron 7500, you must purchase a 25GB internal primary hard drive and the 25GB HDD option for both the 2nd 
and 3rd hard drive bays. Note that the Inspiron 7500 notebook must be used onAC power when utilizing the 75GB Max. hard drive configuration. 


Sail 


"Based on Intel AGP 4X Graphics Test and Platform Bandwidth Test. “The processor may be reduced to a lower operating speed when operating on battery power. 


Intel, the Intel Inside logo, and Pentium are registered trademarks, and Celeron and SpeedStep are trademarks of Intel Corporation. MS, Microsoft, IntelliMouse 
and Windows are registered trademarks of Microsoft Corporation. 3Com is a registered trademark of 3Com Corporation. HP and DeskJet are registered 
trademarks of Hewlett Packard Corporation. Trinitron is a registered trademark of Sony Corporation. ©2000 Dell Computer Corporation. All rights reserved. 


www.dell4me.com 


* Pilot 3 classes of helicopters in 20 high-flying missions 
featuring all new plastic-melting weapons 


* Custom-designed multi-player maps for up to 4 players 


* Put your skills to the test in your search for the way home 


© 2000 The 300 Company. All. Rights Reserved. 300, Army Men, Air Tactics) Real. Combat. Plastic Men., and their respective logos, are trademarks 
and/or service marks of The 300 Company im the U.S. and other countries. Alljother trademarks bong to their respective owners. 


3DO 


www.armymen.com 


Made with love’ by: 


ZEIROMAG- 


Our goallis' to preserve classic video дате magazines so that 
they аге по lost permanently: 


People interested in helping out папу capacity; 
please visit us at retromags.com. 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou соте across anyone selling releases from 
this site) please donot support them and do let us know: 


Thank you! 


